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^e NEW GENERAL 



10th Anniversary Issue 

Well, almost. To be truthful we haven't quite 
accomplished everything we wanted with this 
issue. Even so, the improvements herein should 
be noticeable, We're far from finished in our 
attempts to improve the GENERAL however, and 
even more surprises should be forthcoming in the 
near future. But let's take a look at the new 
GENERAL: 



Starting with the cover and working our way 
back, we find the first major change on the cover 
itself. Gone is the staid, old scroll technique, The 
old cover had long been criticized for its out- 
moded appearance. In the future, we will be 
utilizing the cover to set the mood for feature 
articles much more than was done in the past. 
This means that new product photos will no 
longer be the dominant source of cover 'art.' Of 
course, we will continue to unveil new games via 
the GENERAL, but henceforth such presenta- 
tions will be confined largely to the interior of 
the magazine. 

Foremost among our disappointments in this 
issue was our failure to see the "Series Replay" 
feature materialize. This series will pit expert 
players, many with considerable reputations in 
gaming circles for their prowess, against one 
another in games of their choice. In most cases, 
the games will be played-by-mail, thus requiring a 
great deal of lead-time in their presentation. This 
explains why we are experiencing so many delays 
in getting the feature off the ground. However, 
many games have now been started, thus assuring 
us of a continuous supply once we get the 
project started. Briefly, the Series Replay will 
work like this. Two opposing players, selected 
and matched by Avalon Hill, will play out a game 
until a decision point is reached. Although PBM 
procedures are slow, it allows players to take 
many hours pondering and reworking their moves 
and should result in a higher quality of play. 
Besides recording their moves, each player will 
make a turn-by-turn commentary of what he 
expects to gain by his move; noting what he 
believes to be his opponents mistakes and the 
strongpoints of his own move. These commen- 
taries will be kept secret and turned in, un- 
changed, only at the completion of the game. At 
that point we will compile the player's comments 
and intermingle them with photographs of each 
game turn so that you can follow the action with 
a minimum of effort. Then a neutral third party 
will be called in to give his expert analysis of the 
game as a whole. The knowledge that his move 
will be analyzed by thousands of readers and 
criticized in print by an expert should sober our 
participants into exercising even further all their 
powers of gameboard mastery. The result should 
be a learning device unparalleled in the field of 



simulation games. Although comparing these re- 
plays and commentaries to similiar studies of the 
chess exploits of Fischer and Spasky may be a bit 
presumptious, we feel that they will do more to 
restoring the "science" to wargaming than any- 
thing yet devised. The Series Replay preview 
printed elsewhere in this issue obviously doesn't 
follow the above menu but should prove to whet 
your appetite for what will follow shortly. 



We met with greater success in enlisting the 
literary and gaming skills of noted wargamers 
from the past and present. In our list of 
contributing editors you'll find such respected 
names from the past as Duncan, Knabe, and 
Johnson among a host of others. We are im- 
measureably pleased with the qualifications of 
our new official staff, and trust that as their work 
becomes more in evidence, you'll share our enthu- 
siasm. Their presence however, does not preempt the 
appearance of freelance articles by the readership. 
Indeed, we will be constantly on the lookout for 
gifted gamesmen to swell the ranks of our staff. 



You may be surprised to find that we sur- 
passed our announced expansion to 24 pages. If 
you count the new Reader Response page, it 
could be argued that each issue now contains 26 
pages. More important than any numerical ac- 
counting of pages however, is the fact that you 
will no longer have to deface your magazine to 
take advantage of the GENERAL'S many services. 
The Reader Response page now includes all the 
forms which previously had to be cut out. 

However, the Reader Response page also 
destroys any excuses you may have had for not 
submitting contest entries and opponents-wanted 
advertisements on the proper forms. Henceforth, 
absolutely no such materials will be accepted 
which are not submitted in the correct manner. 
The 'postcards' may be cut out and sent in 
singly, or sent en masse in one envelope. As long 
as these materials are kept separate from orders 
and questions, they will be assured of finding 
their way to the correct department. 

The Reader Response is new in itself. With this 
issue we initiate a regular polling system which 
we hope will mirror your likes and dislikes so 
closely that we will be able to pattern the 
GENERAL to your immediate reactions, It is 
sincerely hoped that the readership takes ad- 
vantage of this, their "hot line" to the editor. 
Naturally, it is expected that the survey results 
will color Avalon Hill publishing plans in other 
directions also: 

And, of course, we are always eager to hear 
from you. Comments anyone? /ST\ 
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Robert Harmon completes his four part narra- 
tive on the battle of Waterloo and teams up with 
Harley Anton to co-author our feature article for 
May. Now that Mr. Harmon has schooled us in 
the historical happenings on that fateful June 
day, he hands the ball off to Mr. Anton who will 
attempt to continue the lesson by applying it to 
Avalon Hill's classic WATERLOO game. 

CAMPAIGN AT WATERLOO 

PART IV: 18 June 1815: Waterloo 
18 June dawned cold and rainy over the fields 
of Waterloo. The rain lifted at 0800, but the sky 
and ground remained damp for some time. 
Originally, Napoleon intended to give battle at 
0900; he was persuaded to postpone this about 




four hours because of the mud that still remained 
on the battlefield. 

The Allied line was dominated by two strong- 
points. On the Allied right, just east of the 
Nivelles road, was Hougomont, a series of farm 
buildings and enclosures around a small chateau. 
Near the Quatre Bras road, on the Allied left, 
stood a similar enclosure, La Haye Sainte. On the 
extreme Allied right and left were the town of 
Braine L'AlIeud and farm of Papellotte. 

The two front lines were as follows, reading 
east to west: The Allied line consisted of Prince 
Bernhard of Sax-Weimar's brigade of Perponcher's 
division at Papellotte; then Vivian's and Van- 
deleur's cavalry brigades; Pictorr's division (with 



Bylandt's Dutch brigade, of Perponcher's division) 
extending past La Haye Sainte; Alten's division; 
Cooke's division (part of which was inside Hougo- 
mont); Clinton's division and parts of the rest of 
II Corps; and Chasse's Dutch Division, in Braine 
L'AUeud. The French line consisted of I Corps, 
facing La Haye Sainte and the Allied left; and II 
Corps (somewhat depleted by losses at Quatre 
Bras and Ligny), facing Hougomont and the 
Allies' right. In the French reserve was VI Corps, 
HI and IV Cavalry Corps, Domont's and Suber- 
vie's divisions of cavalry, and the entire Imperial 
Guard. The Allied reserves consisted of nine 
brigades of cavalry and the remnants of the 
Brunswick and Nassau contingents. 
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The overall totals were as follows: Wellington 
had on the field some 67,655 men and 156 guns. 
Much of his army was on garrison duty or at 
such locations as Hal. Against Wellington the 
French arrayed 71,947 men and 246 guns. 

It was some of these guns that, at 1130, 
heralded the opening of the battle, as long 
columns of II Corps moved against Hougomont. 
The French became disorganized and failed to 
drive out the British Guards within the enclo- 
sures. 

During this time, the main attack, by I Corps, 
was being prepared. Just before it was launched, 
a body of troops was sighted in the far distance 
to the east, in the direction of St. Lambert. 
Consternation reigned amongst Napoleon's staff. 
Was it Grouchy or Blucher? Subervie's and 
Domont's cavalry divisions were sent off to the 
right flank to watch developments. 

At 1 330, the long-awaited main attack began. 
A great shout of "Vive l'Empereur!" rose up 
along the French right, and 16,000 men of I 
Corps moved out. On the far right, Papellotte was 
taken and retaken in severe fighting; the drive by 
Durutte's division there vanished into a confused 
swirl of skirmishers and fragmented columns. In 
the center, Bylandt's brigade, mauled by artillery, 
turned and ran as the French infantry drew near. 
Picton's division took the brunt of the attack; the 
British stood their ground. Picton died leading a 
counterattack that failed to relieve the pressure 
on either his division or on La Haye Sainte, 
besieged by Donzelot's division. 

It was at this point that Lord Uxbridge 
decided on a decisive countermeasure: he hurled 
the Union and Household cavalry brigades into 
the melee. 

Somerset's Householders drove into the tangle 
and were engaged by a force of Cuirasseurs 
supporting the attack; the British defeated these 
and cleared much of the front of the late Sir 
Thomas Picton's 5th Division. 

The Union Brigade, led by Brig. Gen. Pon- 
sonby (not to be confused with Col. Frederick 
Ponsonby of the Household Brigade's 12th 
Dragoons), was plunged into the heart of the 
French onslaught. With the famous Scots Greys 
regiment in the lead, the Union brigade charged 
down the hill in grand style and struck the 
French infantry with a terrific impact. The 
cavalry hacked its way through the enemy in- 
fantry and even reached the French artillery. The 
French Lancers and Cuirasseurs were quick to 
respond, and most of the Union Brigade was lost, 
including Gen. Ponsonby, overtaken and killed by 
a party of Lancers. The cavalry brigades of 
Vivian, Vandeleur, and Ghigny (British, King's 
German Legion, and Dutch, respectively), cut 
their way in on Uxbridge's orders and saved the 



The result of this charge cannot be under- 
stated. The entire I Corps attack was confounded; 
3,000 men and two regimental Eagles were 
captured; and more than 30 pieces of artillery 
were disabled. Most of this was the work of the 
Union Brigade. 

During this time, Hougomont had continued to 
hold out, aided by the Allied right. 

At this time - 1530 - Napoleon decided to 
utilize his own cavalry reserve. While the drive on 
Hougomont was continued, Pire's cavalry was 
moved past the French left flank as a feint, and 
Ney was sent to organize the main attack. 



Two new developments intruded. The I Corps 
finally succeeded in taking La Haye Sainte, which 
fell just before 1600; this cleared the way in the 
center. At the same time, the troops in the east 
had been found to be Prussians; by 1 600 Bulow's 
IV Corps had come so near to the French that 
Napoleon had to personally take VI Corps to deal 
with the menace (the cavalry had not been 
enough to prevent the Prussians from deploying 
out of the Bois de Paris). Ney was left in charge 
of the main drive. What Napoleon did not know 
was that Ney did not plan to use infantry to 
support the push; the cavalry was to attack alone. 

At 1600, a vast horde of French cavalry 
appeared in the center and hurled themselves 
upon the Allies. These were Milhaud's corps, with 
the light cavalry of the Guard accompanying. At 
their head was Marshal Ney himself, leading the 
cavalry into the terrible artillery fire. Just before 
the French were upon them, the artillerymen fell 
back on the infantry and the infantry formed 
square. The attack broke up into scattered efforts 
as groups of cavalrymen sought to shoot or hack 
their way into individual squares; other groups of 
Frenchmen continued on into the waiting Allied 
cavalry. The Allied cavalry struck back and 
suddenly the French were reeling. Napoleon, 
watching from La Belle Alliance, sent in Keller- 
mann's cavalry corps and the heavy cavalry of the 
Guard. These joined Marshal Ney and his cavalry 
and the struggle was renewed. 

Wellington's army was beginning to show 
strains, for all its strength. Very little of the 
infantry reserve was reliable — most had been 
shot up at Quatre Bras. Chasse's division was 
pulled into reserve accordingly. The Dutch on the 
line were wavering; the Hanoverians and British 
infantry had stood firm but some, especially 
amongst the 5th Division, had suffered heavy 
losses. Some of the cavalry also showed the 
strain. When the 1st Dutch Cavalry Brigade, 
under Trip, had been ordered to attack, it had 
run away so fast that it nearly trampled a British 
unit in its way. Likewise the Hanoverian cavalry 
ran when brought under fire. 

But the squares in the Allied center and left 
held. Two, three, four attacks had been made; 
two, three, four times were they repulsed. The 
attacks became more and more anemic and more 
and more disorganized; French hussars, dragoons, 
Cuirasseurs, and lancers littered the ground 
around the squares. The frenzied Ney seemed to 
be everywhere. Three horses had been shot out 
from under him near the squares, as he personally 
hacked at the British. To more than a few who 
beheld him, it seemed that he was deliberately 
attempting to get himself killed. 

While this was going on, Napoleon was direct- 
ing the defense of Placenoit, in the French right 
rear. With VI Corps and the Young Guard, the 
Prussians were checked at first. But the Prussians 
rallied after 1630 and pressed on in increasing 
numbers. After a hard fight the Prussians were 
driven out of the town by 1900 — as more 
poured out of the Bois de Paris. 

Wellington was in equally bad straits, but he 
did not show it as he moved from one part of his 
crumpling line to another. He is yet remembered 
for his coolness under stress and his utter 
disregard of personal danger. Throughout the 
afternoon he was continually in the front lines, 
dealing with local crises and rallying his men. 



With darkness approaching and the Prussians 
temporarily at bay, Napoleon decided to make 
the final, greatest gamble to decide the battle. At 
1930, the French infantry of the I and II Corps 
marched on the Allied center, spearheaded by the 
Imperial Guard infantry. The leading columns, 
Ney at their head, moved toward the section of 
the Allied line between Hougomont and La Haye 
Sainte. Wellington awaited them, behind the prone 
troops of Cooke's division. At his signal, they 
suddenly rose above the ground and poured a 
terrific fusillade into the French. After several 
minutes of firing into the slowing columns, the 
British began to advance. The 52nd Regiment 
outflanked the columns on the French left and 
poured a devastating fire into them. The deci- 
mated Guard columns faltered and then began to 
retreat. The French infantry behind them broke 
when they beheld the Guard waver. Behind them, 
the Duke of Wellington waved his hat, and the 
entire Allied line began to move forward. 

On the French right, the Prussians completed 
the rout. Zieten's I Corps appeared on Welling- 
ton's left and forced his way in between I and VI 
Corps. The Prussian II and IV Corps battered 
their way into Placenoit in overwhelming strength 
and forced it in bloody fighting in the half-dark- 
ness. 

With the French in full flight, Wellington 
directed his troops to halt at La Belle Alliance 
and there he met Prince Blucher and exchangee 
congratulations. Wellington's army settled down 
on the field; the Prussian Gen. Gneisenau aban- 
doned his staff duties to lead the Prussian cavalry 
down the road to Quatre Bras in a sweep 
designed to scatter the rabble that a scant hour 
before had been the Grand Army, now fleeing 
without even a rearguard. 

Casualties for the battle, by the best estimates, 
totalled 50,000. The British lost 15,000 men 
from their forces and those in Wellington's army; 
the Prussians lost about 10,000; the French, 
possibly 30,000 all told. Of course, the French 
army that had been on the field that morning 
had ceased to exist as an organized force. 

So ended the campaign. Grouchy's contingent 
reunited with what was left of Napoleon's army 
and made it back to Paris. The Allied armies were 
halted on the Rhine; Marshal Suchet won a 
decisive victory in Italy. Wellington's and Bluch- 
er's crippled armies marched on Paris but could 
not force the defenses. But Waterloo had been 
sufficient to break Napoleon; the Parisian 
politicians intrigued against hW and he eventually 
abdicated and began his exile. Ney finally found 
death at the hands of a French firing squad; 
Grouchy spent the remainder of his life explain- 
ing himself; and JBlucher was to die within a few 
years of the battle. Wellington went on to 
besmirch himself in Tory politics. 

Europe went back to what it had been before 
the Hundred Days; the Congress of Vienna's 
edicts set Europe's history for the next 99 years. 
Waterloo marked the end of a threat to this 
future - and a beginning of our modern develop- 
ment. 
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Harley Anton, 21 years old, is a senior at 
Samford University majoring in Napoleonic his- 
tory. He has been an active wargamer for the past 
nine years, during which time he has written a 
number of strategy articles on Avalon Hill games, 
attended most of the major conventions, and 
amassed one of the best tournament competition 
records in the nation. Harley has long been a 
"professional" wargamer, in that he has won many 
local and national tournaments which offer cash 
prizes, and is now considering the formation of 
his own professional tournament organization to 
sponsor competition in Avalon Hill games. Harley 
considers WATERLOO his best game, having 
logged over 400 games with a 75% won-loss ratio. 

Next issue, Harley will continue his treatise by 
going into detail on the myriad of tactical do's 
and don't's which apply to the game. The proper 
grand strategy is nice, but it means nothing if 
you don't have the tactical know-how to put it 
into practice. 



WATERLOO. There is magic in the word. The 
Battle that destroyed Napoleon's hopes for con- 
tinued European domination has become a part 
of the English language as a synonym for final, 
crushing defeat. Yet like Satan in Paradise Lost, 
Napoleon is the central figure of Waterloo. He is 
the God-figure gone wrong and pays the ultimate 
retribution at Waterloo. Napoleon fascinates the 
historian because all men who aspire to immor- 
tality, and come close to achieving it, fascinate 
human beings. 

I will soon be a Graduate student in Napole- 



onic history. Because of my love of the era, 
coupled with my devotion to the Wargaming 
hobby, WATERLOO holds a special meaning for 
me. Having played the game in numerous com- 
petitions over my nine years in wargaming I 
definitely feel that Avalon Hill's WATERLOO is 
their best game. My reasons for this transcend my 
preoccupation with the historical period. 
WATERLOO is an extremely balanced game. 
Until about two years ago (when 1 became 
extremely proficient with the PAA after days of 
concentrated study) my opinion as to the favored 
side changed with almost every game I played. 
Just when \ seemed to master a technique for 
one side I would encounter a new approach that 
threw balance back to the other. For two years 
now, I have had an ultimate PAA strategy. When 
first developed, the strategy was so far above 
current French strategies that I quit experiment- 
ing. Unfortunately, many expert players have 
been experimenting constantly with new French 
strategies (the lure of Napoleon's name leads 
most gamers to prefer innovating and experiment- 
ing with the French army). Consequently, I have 
recently been encountering many new French 
strategies which make my tournament games 
much closer than before. By 1974 I fully expect 
to find one of the country's top gamers with a 
new French strategy that will make my PAA 
strategy obsolete. Then it will be back to the 
drawing board for me. The challenging balance of 
WATERLOO is that close. 



WATERLOO has the simplicity of the hard 
core Avalon Hill games of the first era, yet it 
retains striking realism in comparison to its peers 
in complexity. Although trends today seem to 
lead into ultra-complex realism, such games are 
often played only once or not at all by the 
average gamer. 



No doubt the average reader at this point 
wishes to know a little about how to win at 
WATERLOO. Indeed, 1 find that I have rambled 
on at some length from my own philosophy 
which many readers will find redundant or 
useless. I must beg the expert wargamers' in- 
dulgence since my ramblings are intended to be a 
general introduction of the game to those un- 
aquainted with it. 



Winning in WATERLOO can only be accom- 
plished if one masters the concepts of strategy 
and tactics prevalent in the Napoleonic Era. Since 
this is not a Doctoral dissertation, I will attempt 
to reduce these concepts and put them into the 
context and terminology of the game: 



Observing the board in an attempt to glean 
strategic hints from it, the French Player is 
presented with one thorny obstacle after another. 
He must attack a numerically superior force 
which has the advantage of blocking terrain (to 
the tune of five rivers, seven forests, and eight 
slopes), force a path through this foe, and send 
the remainder of his army off the board along an 
eight hex front, all but two of which are forest 
hexes! In addition, the PAA has interior lines of 
communication and he suffers from a lack of 



light cavalry probing forces for soak-off purposes. 



On the other hand, there are some bright spots 
on the horizon. When the game begins, the 
French army is intact whereas the PAA army is 
not at full strength. The delayed order of battle 
can and will allow the French player to achieve 
temporary local superiority. If the PAA player 
rushes confidently out to grapple with the French 
on the plains of St. Amand he will be beaten 
badly. Secondly, the four rivers that the French 
player must cross on the PAA half of the board 
have gaps between them at the center. These gaps 
coincide almost exactly with the area directly in 
front of the French exit-victory hexes. Thirdly, 
much of the PAA reinforcement must travel a 
great distance from Quatre Bras or WATERLOO 
before it becomes a factor in the game. Thus, 
although the Prussian IV Corps enters the board 
on the thirteenth turn it will rarely have an 
appreciable effect on events in the Waterloo area 
before turn nineteen. Thus, until that turn the 
French and PAA armies with equal losses in-, 
curred would remain essentially numerically 
equal. 



Assuming that the PAA player plays some 
form of modified screening defense and is com- 
petent enough to make use of his favorable 
terrain, the French player is left with two 
alternatives. These two alternatives can best be 
described by imagining the PAA defense as a 
balloon with an extremely hard outer crust. The 
first alternative (which is extremely popular, but 
which I do not personally favor) I have dubbed 
the Sledge Hammer technique. Simply put, the 
French player disperses minimal forces in every 
direction to force PAA commitment in all areas. 
Then using the bulk of the French army he picks 
one section of the PAA line and hits it with one 
low odds (1-1, 2-1) attack after another. This 
strategy attempts to drive a wedge in the PAA 
defense and burst the balloon. This strategy, 
besides relying a great deal on luck, is based on 
the theory that the French player can absorb 
heavy losses early if in taking them he achieves 
an early break in the PAA defenses. My chief 
objection to this strategy is that low odds attacks 
can always be tried late in the game when other 
avenues have been exhausted. Even with fairly 
positive results early in the game the French 
player will generally lose against a good PAA 
player unless a) he has ungodly luck or b) he 
achieves the early breakthrough I mentioned 
earlier. Average luck and no breakthrough with 
this strategy is analogous to an exchange of 
pieces in chess. Such moves will inevitably sim- 
plify the situation, and consequently narrow 
French victory options. Why use the Sledge 
Hammer technique and give the game totally to 
luck in its early stages? Your opponent may 
make a mistake which renders the Hammer 
unnecessary, and it is always available for late in 
the game regardless of early results. 



With the Hammer dismissed as a viable alterna- 
tive one has taken away the possibility of 
implosion (internal collapse). The only logical 
alternative is to force an explosion (external 
collapse) which will lead to an implosion. This 
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strategy is difficult to master in that it involves a 
delicate splitting of the French forces into bal- 
anced parts. The objective of the Splitting strat- 
egy is to force the PAA balloon to expand 
rapidly in all directions to meet French thrusts. 
As the French player jabs on all fronts the PAA 
crust becomes weaker due to its expanded per- 
imeter. In addition, by baiting the perimeter the 
French can often force the PAA player to 
over-commit on one front, further weakening his 
outer perimeter. Many novice French players tend 
to regard WATERLOO as a thirteen turn game. 
The superior French player will try to reduce the 
PAA army to approximate parity in these thir- 
teen turns and attempt to win in the remaining 
eighteen. This is the theory behind the Splitting 
offensive strategy. On turns 1 through 12 the 
French player kills only screening (delay) units 
and units that he can attack at good odds with 
limited risk of counterattack. (Besides weakening 
the PAA crust at any one point this strategy 
often spreads PAA reserves, making counter- 
attacks even more difficult.) 



Turns 13 through 18 are the key to the 
Splitting strategy. On these turns pressure must 
be exerted on all fronts simultaneously. A break 
must be made in the perimeter. Since the French 
have concentrated on destroying screen units, if 
and when such a break comes, the PAA player 
should be unable to extricate a large portion of 
his army. Not only will he be forced to sacrifice 



large units to delay the French advance, but also 
he will have many troops on the Brain Le Comte 
wing that will be unable to retreat with sufficient 
speed to reestablish themselves between the 
French player and his objectives. Between two 
experts of equal skill the French player should 
stand a very good chance of winning with this 
strategy. With a master French player against an 
expert PAA player the French should win most 
of the time (barring freak combat results) using 
this strategy. Unfortunately between two masters 
the competition swings in favor of the PAA 
player. Thus, a master French player will gener- 
ally have to adopt a modified sledge hammer 
technique usually somewhere between turns 
twelve and eighteen if he expects to win. Al- 
though I frankly do not have much experience as 
the French at this level of competition, and 
although each game is different due to the 
tremendous variety of WATERLOO played on 
this level there are a few simple rules to follow 
which will be set forth in the tactics portion of 
this article. 



There is only one 
problem of having to 
twelve to fifteen turns, 
one word: delay. Any 
good or better caliber 
PAA player does not 
strategy he will lose. 



conclusion to the PAA 
face a superior enemy for 
PAA strategy is based on 
time two players of very 
play WATERLOO and the 
use a delay-screen-terrain 
Assuming the novice-like 



excitement of "go out and get Nappy" can be 
overcome, a PAA player will rapidly progress in 
aptitude and "feel" for the game. Ultimately, 
between two expert players the PAA delay 
strategy will be modified each game by the 
strategy of his French opponent. 



One of the most trying tests of a PAA player's 
ability is how he reacts to the Sledge Hammer. 
Disallowing an act of God, the Sledge Hammer 
can be defeated. Tactical tips will follow, but on 
a strategic level the PAA player has very little 
alternative in meeting the Sledge Hammer. If he 
fears a Sledge Hammer from an opponent who 
uses it often, the PAA player should take the 
following steps. Use extra delay units where 
possible to protect strategic units or positions. As 
the game enters the second day try to force the 
French hammer to hit doubled positions. One 
A-Elim at 2-1 will cancel the effects of four 
D-Elims on a 6-4 if the 6-4 was doubled. 
Counterattack viciously to offset earfy success of 
your opponent's hammer. Try not to leave units 
exposed, even if sacrificing an extra unit on a 
counterattack is the only way to prevent ex- 
posure. Once the French player has chosen the 
Hammer, oppose his feints with minimal force 
and concentrate on erecting a cement wall in 
front of it. This is risky but essential. By forcing 
him to use the hammer again and again, odds 
should turn eventually. 




When the PAA player is confronted by the 
French splitting strategy, not only his compe- 
tence but also his nerves are put to a test. He 
must sit and watch his numerical superiority 
dwindle away and pass up chances at tempting 
counterattacks that could prove to be disastrous. 
At the same time he is faced with the realization 
that if he waits too late to counterattack he will 
be faced with disaster. Caught in a tight spot he 
must indeed become the Iron Duke by keeping 
his nerves rigorously in check. Only when the 
majority of his forces have arrived or when a 
major position needs to be held must he counter- 
attack. He must always realize that the French 
player controls the tempo; if he is drawn out to 
meet him he is lost. The PAA player can rest 
assured that with clever use of terrain his numer- 
ically equal force can and will be able to hold the 
French for eighteen turns if he plays it correctly. 
Even if the French player makes a break on turn 
1 8-20 and the major portion of his army is left 
he can still stop a French victory by stringing one 
line of units after another for 10-12 turns. The 
PAA player must always remember that the road 
to victory lies in delay of the French army, not 
in its destruction. If on turn 30 the French 
player cannot exit from the board and even one 
PAA unit survives, an intact French army cannot 
win the game. This is the basic flaw of the 
French Splitting strategy. Against a superior PAA 
player it takes too much time. 

On a more mundane level, PAA strategy should 
involve screening the open areas and concentrat- 
ing behind the defensible terrain. Make good use 
of interior lines to rush reinforcements from a 
placid area to a threatened one, concurrently 
increasing the screens in the denuded area to 
make sure it remains placid. 
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THE REST OF THE ALPHABET 



by Lloyd Berger 



The unusual title is prompted by Monte Gray 's 
article in the September, 1972 issue of the 
GENERAL in which Mr, Gray made reference to 
the old adage "as easy as A,B,C" in connection 
with his theory that an American win in MID- 
WA Y is not all that difficult. Lloyd Berger seems 
to think otherwise as is evidenced by the follow- 
ing battle plan. 



Has the commander of the Imperial Japanese 
Combined Fleet taken to drinking saki in an 
attempt to quiet his shattered nerves, fearing that 
Plan A, B, or C might be sneaking up on him? 
(See The General, Volume 9, Number 3, page 
10.) To quote a little known, world renowned (?) 
personage, "Japanese admirals, unite! You have 
nothing to lose but fear itself!" (Let the history 
buffs have fun with that quote!) 

Seriously, for pure fun there is no game that 
can rival Midway. The excitement of trying to 
fake-out your opponent, of attempting to out- 
think (or out-guess) him makes this game total 
enjoyment, even though there is only the slightest 
chance that the Japanese can lose, Mr. Monte 
Gray notwithstanding. 

The Japanese can lose, but it is nearly impos- 
sible if the competent Japanese player remembers 
three things: 



1, Your prime objective is to sink the US 
carriers, and then, if there is time, take Midway. 
Yamamoto assumed that the US fleet would get 
into action only after Midway was attacked. You 
know better. Therefore Midway will be the 
frosting on the cake, but the cake itself (the US 
carriers) should be first. Don't make the same 
mistake Yamamoto made! 



2. Do everything you can to avoid being 
attacked on the first day. Enough has been 
written in The General (Vol. 2-No. 5, Vol. 3-No. 
3, Vol. 4-No. 3) to tell you how to do this, but 
here are the basics of the plan, with a few of my 
own twists: 

Send Tone and Nagara to the D column. They 
will arrive at 1 300 June 3. Combining these two 
ship searches with your three air searches, you 
search five areas, D2 through D6. This is enough 
to spot a US threat. Vary the areas where you 
have ship searches so it will be harder for the US 
player to find them. Should he attack them, it 
will be a worthwhile price to pay to find out his 
position. He will also have to use at least two of 
his searches to locate them, enabling your carriers 
to more easily escape detection. 

On 1500 June 3, include Dl, D2, D6, and D7 
in your five searches. If the US is trying an end 
run, you will spot him. If he has anticipated your 
search pattern switch and slowed down on his 
end run to avoid being found, he will never be in 
a position to attack you on the first day, the 
only day you really have to worry about. 

On 1700 June 3, search C2 through C6, just in 
case he tries to sneak through one of the gaps 



left in your basic search screen. If your carriers 
are in the A column, he cannot attack without 
also being sighted, allowing you to attack him. If 
the US barges (no reflection intended on the US 
ships) into your search screen, use that informa- 
tion to avoid combat on the first day like you 
want to avoid a flat tire on the freeway. Only 
when the Atago group unites with your carriers 
are you defensively strong enough to trade 
punches and live to tell about it. 




first day, you must attack him with full strength. 
Keep all your fighters on CAP. If he sends all his 
fighters on escort, you have two fighter factors to 
add to the defensive power of your ships. If he 
has exchanged the Enterprise's fighters for the 
two T's and six D's from Midway, you have ten 
fighter factors to add to your defense. So much 
the better! If the US player keeps all his fighters 
on CAP, call off your attack on his carriers. He 
will undoubtedly do the same thing. Time is on 
your side at this point of the game. 

But if you can attack (and this applies at any 
time) the secret to sweet success is the "ole' 6-9-6 
attack." What's that? Simply this: six T's attack- 
ing on one side of two US carriers, nine D's on 
top of the same two carriers, and six T's on the 
other side of those two carriers. On the third 
carrier, attack with three T's on one side, nine D's 
on top, and three T's on the other side. (After 
the first day, you will have more T's to 
strengthen this attack.) That leaves you with one 
T and one D left over. Apply both of them to 
the Atlanta. 

In order to present a viable defense, the US 
player will have to sacrifice one carrier (with no 
damage to you), accept three 1:1 attacks on his 
second carrier, and two 1:2 attacks plus one 1:1 
attack on his third carrier. Even with the worst 
possible luck, you get one (sacrificed) carrier and 
one heavily damaged (three hits) carrier. With 
average luck you can sink two carriers and leave 
one lightly damaged. And with spectacular die 
rolls you can sink two carriers and leave the third 
carrier almost sunk. Not bad for two hours' 
work, eh? In addition, he will have to ignore 
your attacks on the Atlanta, allowing you two 
1 : 1 attacks and a fair chance to sink her. 

The reason for this is that the defensive factors 
of all US ships are in units of three. All the US 
player can do is put up seven units of three to 
defend one carrier against seven Japanese units of 
three, five units of three to guard his second 
carrier from your five units of three, and nothing 
to protect his third carrier, against which you 
have seven units of three. Experience shows that 
you have a good chance to sink two US carriers, 
but don't count on it. A follow-up attack will be 
necessary. 

Can the US ever win at Midway against a 
competant opponent? Yes, if the US player can 
hit the Japanese carriers first, then escape un- 
touched, and come back to hit the Japanese 
carriers once more. But "if s" seldom win games. 
Assumptions included in these observations are: 

1. Ships must come on as per the the Order of 
Appearance Table. 

2. Torpedo squadrons attack only the sides of 
ships. 

Now, if only Mr. Gray didn't live so far away. 
He may like his ABC's, but I'd sure like to show 
him the rest of the alphabet! , . 



3. When you attack the US carriers, think 
6-9-6. If you cannot avoid being attacked on the 
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D-DAY DEFENDED 

IS IT TRUE WHAT THEY SAY ABOUT D-DAY? 

A LOOK AT THE 1965 VERSION BASED ON FIVE GAMES. 



by E. Gary Gygax with Rob Kuntz 

Gary Gygax has long been a leader in the 
hobby and a staunch player of Avalon Hill 
wargames. Here, Gary provides the defense for 
the oft-heard criticism that the 196 5 revision of 
D-DA Y imbalanced that game in favor of the 
Allies. It is Gary 's opinion that the situation with 
D-DAY is similiar to that of STALINGRAD. 
Only recently have people realized that when 
played between two expert players, utilizing 4-5-6 
replacement rates and exchange at attack factors, 
the latter game is balanced. Gary believes the 
same holds true for D-DA Y, and if the German is 
truly a competent player, he stands at least an 
even chance of winning. 



D-Day has long been a popular game, and with 
good reason, for it offers different problems to 
each commander while at the same time being 
reasonably well-balanced. At least we knew this 
to be true of the original (1961) version of the 
game, and from the matches played of the newer 
design the same seemed to hold true. Consider- 
able opinion, however, has it that the Allies have 
a walk-over with the eight "SAC attacks," their 
replacement rate, and the limitations on which 
German units can be replaced. Assuming that the 
newer version was in fact weighted too far in 
favor of the Allies, we began a series of experi- 
mental games in order to determine how best to 
correct the inequalities. Several "warm-ups" were 
conducted first. 




ositions at the end of Turn 3. 



Game I: At the beginning of the first contest 
it was decided to limit SAC bombings to a 
maximum of four, one per turn. At the same 
time the 17 square supply rule was dropped in 
order to allow the Allies the option of invasion 
through the South of France. The latter change 
caused a considerable weakness in the German 
defenses, having to send five units to defend 
against an attack in this area gaining ground too 
quickly. The Allied attack came through Brittany, 
however, and had a relatively easy time of it. The 
Germans were hastily building a line along the 
Seine, when careless play left an opening in their 
parachute screen. The Allied player immediately 
exploited this, rolled the enemy back, and in- 
vaded Pas de Calais on Turn 15. The Germans 
were never able to make up the losses suffered 
during the forced retreat and pursuit, and great 
gaps were torn in the Rhine defenses between the 
24th and 32nd Turns. The final wave of Allied 
reinforcements, and their new airborne units in 
particular, completely crushed the desperate Nazi 
efforts to force the Allies back into France. This 
was the end of the game — and of thoughts of 
doing away with the supply rule, for even had 
the Germans not made the error along the Seine 
it was obvious they hadn't sufficient strength to 
hold the Upper Rhine. 

Game 2: As stated above, the 17 square supply 
rule was re-incorporated, but the SAC bombings 
were limited in the same manner. The German 
set-up was: 



1-2-2 


3-4-3 


4-4-4 


HQ 


D 10 


H 14 


V34 


D8 


FF41 (2) 


J 16 


GG39 


I 13 


EE 42 (2) 


K 17 


S29 


N20 


AA41 


Q27 


LL44 


24 


X42 


L20 




Y37 


V43 


H12 


5-5-4 


AA39 


V38 




II 42 


EE39 


L 20 (2) 


4-4-3 


U32 


JJ41 


V36(2) 


S28 


W 13 




S 34 (3) 


BB40 


N 9 


1-1-3 


S 33 (2) 


Y40 


C5 


CC39 


S 32 (2) 


L 17 






R30(2) 


K 15 


6-6-4 


3-3-3 


R 29 (2) 


I 15 


N24 


E 12 


Q 27 (2) 




N21 




O 25 (3) 


2-2-4 


X 14 


5-5-3 


K 18 


V 12 




G 13 


M23 


3-3-4 


7-7-4 




Q34 


D5 


P25 




M22 


C4 


X38 





Despite the strong northern defenses, the Allied 
commander opted for an assualt on the North Sea 
beaches. The succeeding series of attacks and 
counter-attacks left no doubt in his mind as to the 
German capabilities in that area. It was agreed that 
even with eight SAC attacks maximum, with two 
per turn, that the chances for victory there were 
slim indeed. The units were returned to their 
original positions, and preparations for the last 
"dry run" got underway. 
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Game 3: This time the Allies decided that a 
completely new line of planning was in order, so 
they invaded Bay of Biscay. Their attacks were at 
generally unfavorable odds, and the sole 3-1 
during Turn 2 on a doubled 1-2-2 defender 
resulted in an exchange. The Allied build-up was 
too slow, due to the limitations of the area, and 
German mobile units quickly rolled the invaders 
into a pocket. It was all over by Turn 5, with 
plenty of time for the defenders to regroup for a 
second invasion, so the game was dropped. Both 
sides now felt that they had sufficient practice to 
get the feel of the rules changes, so the real 
contest was begun. 

Game 4: The Allied commander once again 
carefully examined the defenses. North Sea and 
Pas de Calais were dismissed as unassailable on 
the first invasion turn. The obvious trap at Le 
Havre, with its corollary high-odds counter-attack 
and the limited width of the area, wrote off 
those beaches. The possibilities of success in 
Normandy being limited to capture of the pen- 
insula only, it too was passed over. This left only 
Brittany and Bay of Biscay - exactly as the 
German planned, but nevertheless inescapable. 
The capacity of Bay of Biscay being too low, 
Brittany was settled for as the only choice 
offering fair prospects of all-around success. 

The narrowness of the tongue of land compris- 
ing Brittany invites easy containment of an 
invasion, but the number of beaches possible to 
invade makes it impossible to prevent the Allies 
from getting and staying ashore. The available 
divisions each turn also gives the invaders good 
possibilities for eventual breakout — unlike Nor- 
mandy. St. Malo was the key target of the first 
wave coming ashore, and although the Allies lost 
two divisions doing it, they captured the city and 
eliminated the defending static division. SAC 
bombing of the unit in Rennes would have been 
most helpful to the Allies, but the limited 
number of such attacks precluded it. The second 
and third turns saw the invaders gathering 
strength while the Germans hastened to stop up 
the neck of the peninsula while withdrawing the 
static divisions from Bay of Biscay and Nor- 
mandy. The positions of the units in the con- 
tested area are illustrated in Diagram 1. 

The battle of containment continued for sev- 
eral turns, while the Allies tried to gain success 
through attrition, and the Germans jockeyed to 
place only their most mobile units in the front 
lines. From the position Avranches-Rennes-St. 
Nazaier the Germans staged a surprise withdrawal 
on Turn 7. This was done to prevent entrapment 
of the mobile units by a second Allied invasion, 
and it continued successfully until the Eure- 
Orleans line was established on the ninth week, 
and a further pull-back to the Seine was accom- 
plished on week 1 0. During the course of Turns 7 
through 11, the Allies managed only six regular 
attacks (2 at 3-1 and 4 at 1-2) which eliminated a 
6-6-4 in an exchange and a 5-5-4. On Turn 6, the 
first SAC bombing had resulted in the immobili- 
zation of several German units, but the second 
bombing during the eighth week met with better 
results, wiping out a 5-5-4 and a 3-4-3. By the 
end of Turn 1 1 the Allies had managed to bring 
sufficient forces up to the Seine to begin attack- 
ing once more. 

During the course of the twelfth and thirteenth 
moves the weight of the Allied drive shifted from 
the Paris area towards Troyes. The German 
commander was unable to bring up a 6-6-4 to 



hold Troyes, and on the 13th week the invaders 
took that city at 3-1, exchanging with the 4-4-4 
holding it, and losing another infantry division in 
a soak-off. The losses were well worth the gains, 
for the Nazi forces were hurriedly withdrawn to 
the Marne. Positions along the front lines are 
shown in Diagram 2. 

Despite the rather brilliant success attained by 
the Allies, there was no real possibility of 
exploitation, and by the time sufficient units 
were on hand to engage the Germans along the 
entire line, the defenders were ready to fall back 
towards the position Boulogne-Tournay/Lille- 
Namur/Brussels-Meuse R.-Vesoul. They had facili- 
tated these preparations by immediate counter- 
attacks in the area of Argentan when the Allies 
broke the Seine above Paris, drawing some re- 
serves to the area to prevent a German break- 
through. As of the 2 1st week the defenders were ' 
once more solidly in position, and replacements 
speedily filled the gaps made by continual Allied 
attacks. Demands for fresh divisions precluded 
any thought of a second invasion until at least 
Turn 24, and the German defense committments 
indicated the best course was to retain the threat 
rather than to use the actuality. There followed a 
bloody series of engagements which brought the 
invaders across the Meuse but no further, and the 
Moselle defenses were unbroken. Although there 
were still parachute units and SAC bombing 
attacks (2) in reserve, losses in ground units were 



staggering, so the Allied commander conceded. 

Game 5: This contest was very similar to the 
previous one, the Allies gaining ground a bit 
faster perhaps, and forcing the Germans all the 
way to the Siegfried Line before losing. 

Conclusions: Avalon Hill has been slandered 
again. D-Day is a well-balanced game without any 
alteration in the rules. Of course, this assumes 
that both players are equally skilled (or the more 
skilled commander plays the German command). 
Any limitation on SAC attacks is far too harmful 
to the Allies, as the full number are required to 
maintain the game as about even to slightly in 
favor of the invaders. With eight SAC bombings 
possible the Allies can afford to use one (or 
possibly two) to help soften up the beaches to be 
invaded, hit the strongly-held northern invasion 
areas forcing the Germans to put needed reserves 
into coastal defenses, break up counter-attacks 
and/or intermediate defense lines, and still have 
one or two left for the final drive across the 
Rhine. With less than eight such attacks the Allies 
are severely, nay critically, hampered in attaining 
their objective. We therefore respectfully submit 
that the designers and play-testers at AH have 
done their work well, and it is the fault of the 
players, not the game, which imbalances D-Day. 
A carefully played German defense, even allowing 
eight SAC bombings, has nearly equal chances of 



defeating the Allies. 
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by Jerry Thomas 



PANZERBLITZ COMBAT 
AN EXPERIMENTAL REVISION 

Mr. Thomas's article was prompted by Hank 
Roach's plea in the Letters Column of Vol. 8, 
No, 5 of the GENERAL The system described 
below is still very experimental and is presented 
here so that others can look at it and hopefully 
experiment with it at their choosing. 

Using these rules, Mr. Thomas hopes to give 
the German player some hope of succor in 
situations similar to the Battle of Vyazma by 
adding extensively to the punch of certain types 
of units. The result is a compromise between 
increased accuracy and decreased playability, so 
that players who place emphasis on the latter 
aspect may find it too complex for their particu- 
lar tastes. 

The basic premise is that in order to achieve 
maximum playability, accuracy had been sacri- 
ficed in several areas. This revision has several 
distinct aspects, which need not all be used 
together. The revision of visibility suggested in 
the Jan.-Feb. General may also be tried with 
them. The first area with which I will deal will be 
the interaction of armor with infantry. 

The basic simplification made for playability is 
the use of "factors," in the case of Panzerblitz, 
one for each of four capabilities. Of the four 
factors, two are correct in all situations for my 
purposes. They are the movement factor, and the 
range factor of the main armament. The other 
two factors, attack and defense, I found to be in 
need of revision on the armored vehicle units to 
more accurately reflect Armor/Infantry combat. 

These factors were designed for combat in 
which main weapon caliber and thickness of 
armor were determinants, in which heavy weap- 
ons fired on the unit, or the unit fired its heavy 
.weapons at appropriate targets. 

Looking at AFV units, these appropriate tar- 
gets would be enemy armor, fortifications, or 
vehicles. As is treated in the Panzerblitz rules, 
infantry is not really an appropriate target for the 
main weapons of AFV's (excepting H-class SPA 
and assault gun units). 

The primary offensive capability of AFV units 
with respect to infantry lies in their ability to 
overrun the infantry positions. The offensive, 
performance of AFV's against infantry (their 
ability to destroy or disperse the infantry), in 
overrun situations, is primarily and directly re- 
lated to the number, kind, and flexibility of the 
anti-personnel weapons of the vehicle, usually the 
machine guns. The caliber and penetration of the 
main armament has no bearing on the attack 
factor in overruns. 

Here is a discrepancy in Panzerblitz. The unit's 
attack factor is tied only to the functioning of 
the main weapon of the vehicle. 

What I determined to be needed was another 
factor, which would represent the capability 
of the anti-personnel weapons of a given AFV 
unit to do damage to an infantry formation being 
overrun. There are many variables in any overrun 
situation but for now only those internal to the 
given AFV unit will be considered. 

The main ones are, as previously mentioned, 
the number, kind, and flexibility of anti-person- 
nel weapons. Other factors were the speed of the 
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vehicles (the slower the assault, the more time/ 
space the infantry has to disperse), the size of the 
weapon(s) unit of fire, and the number of 

vehicles in the unit. 

Insofar as numbers of weapons are concerned, 
a standard pattern is apparent. Most tanks carry 
two machine guns (MG's), one in the turret 
coaxially with the main armament, and one in 
the front. (Only enclosed MG's are counted, 
those where the gunner does not have to expose 
himself to infantry fire to man the weapon.) 
Exceptions are the JS II, (and KV I if you have 
made and use them) with 3 such MG's and the 
PzKw IIL with only 1 . 

Most other AFV's cany 1 MG in the front 
(having no turret). However, several of the Ger- 
man SPA and Tank Destroyer units have none; 
they are the Marder III, Hummel, Nashorn, 
Maultier, GW38M, and Hetzer (whose only MG is 
open on top of the vehicle). 

In terms of kind, several AFV's carry anti- 
personnel weapons other than MG's. Examples 
are the FlkPz IV, whose Quad-20-mm functions 
as a sort of super-MG, and the Sdkfz 234/1 and 
Pz 11 L, both of which mount a 20- mm gun 
capable of a fairly rapid rate of fire, and of firing 
20-mm "flak" shells. 

As far as flexibility goes, a turret mounted 
weapon is more flexible than one that cannot 
traverse 360°, but one of each kind is better than 
two in a turret, since this allows for fire in two 
directions at once. The advantages of the German 
turret traverse were mentioned in Panzerblitz, and 
this is an aspect of flexibility. 

Speed is inherent in the unit's movement 
factor, but a value must be assigned to it. 

As to the size of the unit of fire, the German 
was larger than the Russian, both as a matter of 
policy, and as a result of the fact that the 
German tanks had more internal space than the 
Russian ones. 

The number of vehicles becomes more impor- 
tant as weapon quality becomes more even. An 
increase in the number of overrunning vehicles 
has the same effect as increasing the speed of 
assault, in that the time/space available for the 
infantry to disperse is reduced. 



Now let's look at the defense factor, which in 
its present form is really only appropriate as 
noted above. In reality, the DF of an AFV when 
under close assault is the same as its overrun 
Attack factor, that is, it is dependent on the 
ability of the AFV's anti-personnel weapons to 
keep the infantry at a distance, so that the 
various anti-tank tactics of the infantry cannot be 
exercised. Therefore the same factor can be used 
as both DF and AF. I call this factor the OF, to 
distinguish it from the AF and DF printed on the 
counters. 

A list of these factors (again, only experimen- 
tally) follows this article. The factors for units 
that cannot make overruns are to be used as DF's 
when the units are under CAT attack. 

I did not feel any need to add a factor to the 
infantry, as they do not have two classes of 
weapons, as do AFV's. 

It should be noted that the OF is to be used 
only when no AFV's are in the hex being 
overrun. 

I will now discuss rule changes (changes in 
interaction rather than in inherent combat power) 
and the rationale behind them. 

The first and most important change is the 
revision of the current overrun rules. While the 
current rules are playable, they are not wholly 
accurate. In the actual combat situations, AFV's 
could overrun infantry positions in any kind of 
terrain, and could even overrun trenches, bunkers, 
etc., (i.e., fortifications). 

The usual role of the defending infantry was to 
stop the attacking infantry, and leave dealing 
with the armor that had penetrated to the 
defending armor, or in the absence of any, to the 
artillery. Infantry simply did not present an 
obstacle to the movement of armored vehicles. 

In order to reflect this situation more 
accurately, overruns of infantry are permitted in 
all cases except: 

1. Where the unit is defending in or on an 
occupied fortification counter 

2. Where the unit is defending on a Block counter 

3. Where the unit is defending on a swamp 
hex 

4. Where the movement of the overrunning 
unit would be in violation of movement rules, 
i.e.: a. through a non-road green woods hex-side; 
b. onto a swamp hex; c. onto a Block counter; d. 
onto an occupied Fort counter. 

5. Where the movement out of the square 
being overrun would be in excess of the over- 
running units MF, i.e.: a. out of a gully; b. onto 
a brown slope hex. 

6. When the unit is defending in a town hex. 
(This reflects Armor's inability to deal with 
combat in towns, and the fact that units in towns 
are considered to be armored units.) NOTE: 
overrunning units still must enter and exit in a 
straight line. 

In all other situations armor may overrun 
infantry using the OF (overruns of other types 
may use the OF subject to addt'l rules to follow, 
overruns of squares with any armored vehicles 
can never use the OF). The effectiveness of the 
overrun attack varies with the terrain, however, as 
follows: 
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Unit Defending On (Terrain) 


Effect on Attack 


Clear Terrain 

Plateau (the non-orange hilltop hexes on Bd 2) 
Hilltop Hexes (when att. comes from another 
H/T hex) 


No Effect — same as in PzBItz rules 
No Effect — same as in PzBItz rules 
No Effect 


Slopes 

Hilltop Hexes (when att. comes up slope) 

Gully Hexes 

Woods Hexes 

Gully-Road & Ford Hexes 


Die roll is — 2, but odds do not increase 
Die roll is - 2, but odds do not increase 
Die roll is - 2, but odds do not increase 
Die roll is unchanged, Odds do increase 1 
No effect 



"Victory Conditions, but in any case I feel that 
this makes the game more accurate for those 
accuracy buffs among us. 

OF's 



Some of the rationale behind this follows. For 
slopes and hilltops, the marked slowing of the 
overrunning vehicles at the point of impact, as 
well as difficulty in firing due to angles involved, 
is the reason for lowering. In Gully defense, 
slowing is not so great initially, but a compensat- 
ing factor is the inability of the armor to fire on 
the run-in, I also considered the absence of any 
woods on the slopes as a simplification for 
payability, and added a small factor for cover 
availability which did not appear on the map- 
board. 

In woods, both cover availability and attack 
route limitation are factors affecting combat. 

Overrunning Antitank Guns 

In considering the overrun of hexes containing 
antitank (A/T) guns (this would include all 
A-class weapon units); except in clear terrain; two 
choices are open. You may either not allow 
overruns of non-clear hexes containing A-class 
weapons, which would be simpler, or: Allow the 
A/T unit to fire at the overrunning units on the 
next turn. In this attack, the units factor is 
doubled, and odds are rounded off in favor of 
the attacker (the A/T unit). For ex. 14-12 would 
become 2-1. This attack can be made even in the 
event of the A/T units dispersal or destruction, in 
the overrun and other units, (A, H, M-class) can 
add their factors (at normal rates and provided 
they can "see") without losing this odds advan- 
tage. This attack must be resolved 1st next turn, 
before minefield attacks. 

When A/T units are in clear terrain, they are 
considered to be non-A/T in that they cannot 
make this attack. This retroactive attack should 
also be allowed following overruns combined with 
Panzerblitz assaults. It is retroactive because it 
really represents the casualties that the armor 
exposes itself to in openly assaulting an A/T 
position. 

REVISION OF CAT, 
ADDITION OF CAS 

(Combined Arms Assault) 

Because of the addition of the OF as a defense 
factor when under CAT Attack, it is very 
difficult for infantry to do anything against 
armor. Therefore, allow CAT units to move on 
top of the defenders units, up to stacking limits, 
and ignore the stacking value of defending vehicu- 
lar units. This kind of attack cannot be done on 
PzBItz assault, but it can be done the following 
turn 

When attacking infantry is on the same hex, its 
attack factor doubles. This reflects both the 
maximum effectiveness achieved at very close 
range, and the disruption of the defense caused 
by the infantry being within the formation. This 
permits wave attacks, and eventual overrun of a 



position by infantry. In relation to AFV units, it 
reflects being within Panzerfaust, Bazooka, or 
hand grenade range, and also being past the 
frontal MG's of the AFV's. 

The stacking limits were suspended because 
operational densities could become higher at the 
point of impact. 

CAS. CAS is similar to CAT except that both 
armor and infantry take part. All the AFV units 
must be stacked with infantry units, that is, there 
can be no pure Armor stacks, though there can 
be pure infantry stacks taking part. CAS can be 
used in situations where armor cannot overrun. 

When CAS is used to attack a hex containing 
AFV's, the attacking armor must use its un- 
doubted AF, and the defending armor must use 
its DF, not its OF. Infantry units that are able 
may move on top of the defender, and their 
factors still double, also the presence of Engineer 
units still raises the odds by 1. No CAT may be 
made on a hex that is under CAS attack. 

When CAS is used on a Hex containing A-class 
weapons, the retroactive attack can be made, but 
no odds advantage accrues. 

CAS has the same place in turn order as does 
CAT. The vehicular units move adjacent, then the 
non-vehicular, then the attack is made. 

NOTE: on overrunning A/T guns, if the A/T gun 
was not dispersed in the overrun, it may fire 
twice in the next turn, but the first firing must 
be the retroactive attack. Other units that com- 
bine in the retroactive attack may not fire again 
in the turn. 

RECAPITULATION 

It is my conclusion that these rules have the 
following effect: 

1. Tanks become more effective against unsup- 
ported infantry, but must be careful when over- 
running A/T positions. 

2. Infantry becomes less effective in assaulting 
tanks unless it gets very close, or unless it assaults 
as part of a combined arms team. 

3. Assault guns, etc., become much less useful 
as offensive weapons against infantry and more 
subject to infantry assault if unsupported by 
friendly infantry. 

4. Positional defenses (mines, Blocks, etc) are 
now used more effectively to secure positions 
from overruns. 

5. A/T guns now form the basis of positional 
defenses with infantry, the hedgehog concept, 
used by both the Germans and the Russians. 

6. The CAS provisions allow a core or central 
reserve to be built up for all arms counterattacks. 



Since Armor now has more freedom of move- 
ment, it may be necessary to change some of the 



German Tanks 


II L 


10 


III G 


16 


IV h 


16 


V 


18 


VI a 


16 


VI b 


14 


German Other 


SgHI 


8 


Jgiv 


8 


JgV 


8 


JgVI 


6 


StuH42 


10 


Marder 


4 


Hetzer 


4 


Nashorn 


4 


Hummel 


4 


Wespe 


6 


GW38M 


4 


Maultier 


2 


FlklV 


24 


234/1 


10 


234/2 


10 


234/3 


8 


Russian Tanks 


T-34 (all) 


18 


KV-85 


16 


JS-II 


20 


JS-III 


16 


KV-1* 


20 


*(if you use 12A6, 13-9) 


Russian Other 


SU-76 


6 


SU-85 


8 


SU-100 


8 


JSU-122 


6 


SU-152** 


10/** 



**(this weapon was also turret mounted on this 
chassis as the KV-2, in that mounting the OF 
would be 20) 

Note: all units whose OF is lower than their 
DF may use the Higher factor when they are 
stacked with friendly infantry. 

For those who want to use these factors 
without committing yourselves, put them on the 
back of the unit as follows. Place a piece of 
magic tape on the back of each unit, then type 
on sticky labels the appropriate OF, and place it 
on the tape. You can then change labels without 
damaging the counter, , — . 
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by Keith Gross 



Although AH games may be dropped from the 
line from time to time, they are not forgotten. 
BISMARCK, one of our original sea warfare 
games, has always been regarded as a 'minor 
classic. ' Its long run in the A H line is a testimony 
to its simple mechanics and ease of play. The 
following article is a simple, straight-forward 
'expansion kit' that adds elements to the game 
that, in all probability, should have been there in 
the first place. For the benefit of our readership, 
the additions to the HIT RECORD have been put 
into a format that allows photostating and cut- 
ting for normal game usage. 

For those of you who have the Bismarck Hit 
Record memorized, here is something that will 
add new scope and complexity to the game. 
These rules also add historical realism without 
detracting from the original Bismarck's good 
features, such as simultaneous movement, good 
hidden movement system, short game length, and 
good method of resolving combat. 

One of the big problems with Bismarck is that 
neither cruisers nor aircraft carriers are very 
important, even though carriers were making 
battleships obsolete and cruisers played- major 
roles in many battles. True, a single cruiser 
wouldn't attack the Bismarck under normal cir- 
cumstances, but if four or five cruisers come 
upon the Bismarck when it's almost sunk, then 
what happens? The cruiser Prinz Eugen, which 
accompanied the Bismarck for much of its voyage 
was quite important and should therefore be 
included in the game. In the game ships can go 
full speed all the time, even if they are burning 
hulks. Obviously, this isn't too realistic. Land- 
based bombers were an important force in the 
real war, but where are they in the game? Also, 
the air reconnaissance and convoys are inter- 
related in the game, while actually they have 
nothing to do with each other. 

For Advanced Bismarck, you will have to make 
Battle Board Counters for all ships that do not 
already have them. The name of the ship and an 
arrow at the bow will do. 

Now, the rules: 

CRUISERS 

1. If the Bismarck and one or more cruisers 
are in the same zone, and the British wish to 
fight, the battle board counters are placed on the 
board in the normal manner. Because of the 
greater speed and maneuveribility of cruisers they 
have the option to go to the battle board, unless 
of course the British have a battleship with the 
cruisers. 

2. Unlike a normal battle, the cruisers move 
after the Bismarck. 

3. Since cruisers have no long range weapons, 
the rule concerning fire at B-range before A-range 
does not apply. 

4. Cruisers may launch torpedoes in an A- 
range bow to broadside facing by rolling the 
torpedo attack table once. 

5. Cruisers also have short range guns which 
may. fire only from A-range (See Hit Record 
Illustration), 

6. The heavy cruisers are the Norfolk, Suffolk, 
Dorsetshire, and Edinburg. The others are light 
cruisers. 



7. Battles may be broken off in the normal 
fashion. 

8. Cruisers may fight in support of battleships. 

9. Heavy cruisers are not halved at night, since 
they possessed good radar. 

AIRCRAFT CARRIERS 

1. Aerial torpedo attacks may be launched 
from British carriers provided: (a) The Bismarck's 
zone has been found by either ship or air 
reconnaissance, (b) It is a daylight turn, (c) The 
Bismarck is within four squares of the attacking 
carrier, (d) The carrier did not attack last turn. 
(The carriers may alternate their attacks how- 
ever.) 

2. Roll the Torpedo Attack Table two times 
for the Victorious, four times for the Ark Royal, 
and six times for both of them attacking to- 
gether. 

3. The Bismarck may be attacked while it is 
fighting other ships, 

4. When a carrier and the Bismarck are in the 
same zone, place battle board counters on the 
battle board in the normal fashion. Carriers 
MUST go to the battle board. 

5. Carriers move and fight like cruisers. They 
have no main guns, one secondary armament on 
both sides, and three midships. (See Hit Record 
Illustration.) 

6. The first hit of any sort prevents further 
torpedo attacks from that carrier. 

7. Carriers may launch torpedo attacks every 



third round of battle when they are in the same 
zone as the Bismarck. 

PRINZ EUGEN 

1. The Prinz Eugen is a heavy cruiser which 
accompanied the Bismarck for much of its voy- 
age. It moves in exactly the same manner as the 
Bismarck. 

2. You must make counters for the Prinz 
Eugen for both boards. The Prinz Eugen has a 
movement factor of two. 

3. In Battle Procedure, the Prinz Eugen is 
placed in the center square. It moves at the same 
time as the Bismarck. 

4. The Prinz Eugen may launch torpedoes and 
fire short range guns in the same manner as 
British cruisers. Since it has radar, the Prinz 
Eugen is not reduced at night. (Note armament 
configuration on Hit Record Illustration.) 

5. The Prinz Eugen may be air attacked 
instead of the Bismarck at the British player's 
option. 

6. The Prinz Eugen may be moved separately 
from the Bismarck, in which case the Germans 
may roll for convoys twice (see Convoy Rules). 

7. After a successful area search, the Germans 
must tell which ship or ships have been located. 
If only one was found the British may continue 
the area search to find the other ship. After all 
area search is completed, the British zone search 
every area where ships were found. 
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8. When the Prinz Eugen is alone, it does NOT 
have to fight British battleships in it's zone, but 
the Prinz Eugen MUST fight British cruisers if the 
British wish to fight. 

9. The Prinz Eugen may go into port at any 
time; this action does not end the game or award 
any points. It may not go back to sea, or be 
attacked, once it is in port. (Neither ship is 
considered in port until it breaks off battle in 
that zone.) 



LAND-BASED BOMBERS 

1. German ships discovered within five zones 
of Great Britain (England and Scotland) counting 
the coast square, or British ships found within 
four squares of continental Europe may be 
bombed. 

2. Like carriers, land based planes may attack 
only in daylight, but they may attack every turn. 

3. German bombers may attack any or all 
ships which are in range, by splitting the die rolls 
between them. 

4. The Germans may roll the LB-Bomber 
attack table five times, and the British may roll it 
three times. 

5. Both players' land bombers, and the carrier 
aircraft, may attack simultaneously. 

6. Land-Based Bomber Attack Table: 



Die Roll 


Result 


1 


Stern Hit 


2 


Bow Hit 


3 


Midships Hit 


4,5,6 


Miss 



CRIPPLING SHIPS 

1. When half (rounded off in favor of the 
ship) of all hit boxes (Bow, Secondary, Stern, 
and Midships) are filled, a ship is slowed to one 
zone per turn. 

2. When 4/5 (rounded off in favor of the ship) 
of all hit boxes are checked off, the engines are 
considered to be completely destroyed and the 
ship is immobile, although it can still fire it's 
remaining guns. 

3. If a slowed ship, or the Rodney or Ramil- 
les, is torpedoed, a die roll of 1, 2, or 3 is a hit. 
If an immobile ship is torpedoed, a 1, 2, 3, or 4 
is a hit. 

4. The ships are crippled at the following 
rates: 



Name or Type 


Slowed 


Immobile 


Bismarck 


13 


21 


K.G.V. 


11 


17 


Prince of Wales 


9 


15 


Hood 


9 


14 


Rodney 


N/A 


14 


Ramilles 


N/A 


14 


Renown 


6 


10 


Repulse 


6 


10 


Prinz Eugen 


5 


8 


Heavy Cruiser 


5 


8 


Light Cruiser 


3 


5 


Carrier 


3 


4 



THE GENERAL 



Battleships 
Bismarck 



B 



ADVANCED BISMARCK HIT RECORD 

BOW TURRETS SECONDARY ARMAMENT STERN TURRETS 

PORT STARBD 



King George V 



Prince of Wales 



□ 



Hood 



Rodney 



Ramillies 



Renown 



Repulse 



a 



S 



a 



a 



a 



Dorsetshire 



Edinburgh 



Norfolk 



Suffolk 



a 



cr. 



a 



Q 



] m cd 



B 



n 



: m m cm 



] m m mr 



] m m cm 



m en axe 



] 1 1 1 1 1 1 



] c 



: m m 
i a a 

D DD 



CD 



Arethusa 



m 



Aurora 

Birmingham I ■ I 

CD 
DD 
CD 



Galatea 

Hermione 

Kenya 



Manchester 



Sheffield 



Ark Royal 
Victorious 



Prinz Eugen 



cm 



D D 
D D 
DD 
D D 



D D 
D D 



D D 



CD 
CD 
CD 
CD 



CD 



CD 
CD 



DZ 



' i I i I I [ 



C 



C 



nu 



D 



CD 



CD 
CD 



CD 



CQ 
CCD 



CD 



1 






{photostat and cut) 



THE GENERAL 




MANEUVERABILITY 

Because of different ships' greater speed and 
maneuverability, move the ships on the battle 
board in this order: (a) crippled (speed reduced 
by damage) British battleships and carriers, 
Rodney, and Ramilles, (b) crippled Bismarck and 
Prinz Eugen (c) British battleships and carriers 
that move two zones, and crippled British cruisers 



(d) uncrippled Bismarck and Prinz Eugen (e) 
uncrippled British cruisers. 



VICTORY POINTS 

1. In addition to the normal point system, 
points are also awarded for the following: 





Event 


British 


German 


Slowing Bismarck 


3 points 




Sinking Prinz Eugen 


3 points 




Slowing Prinz Eugen 


1 point 




Slowing KGV 




2 points 


Filling H of Hit Boxes on Prince of 
Wales, Hood, Rodney, or Ramilles 




1 point 


Slowing Renown or Repulse 




1 point 


Sinking a Carrier or Heavy Cruiser 




3 points 


Sinking a Light Cruiser 




2 points 


Slowing Carrier 




1 point 
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REVISED CHANCE TABLES 



1 . On the Battle Board Chance Table, die rolls 
of 3, 4, 5, and 6 are NO EFFECT, since these 
events are now decided by the players. 

2. Instead of a Search Board Chance Table, 
there are now two tables; a Convoy Table and an 
Air Reconnaissance Table.. 



3, The Germans may roll for convoys once at 
the end of each daylight turn in which at least 
one of their ships was not found in zone search. 
If the Prinz Eugen and the Bismarck are in 
different zones and neither is found by zone 
search, the Germans may roll twice. If a one is 
rolled, the Germans are awarded two points. 

4. Air Reconnaissance may be rolled once at 
the end of any daylight turn. If a one is rolled, 
the Bismarck, only, has been found. If a two is 
rolled, the Prinz Eugen, only, has been found. If 
a three or four is rolled, both have been found, 
and if a five or six is rolled, neither have been 
found. If they're together in the same zone, both 
are found on a roll of one, two, or three. 



Ship 


Max. Sfd 


Main Guns Sec. Armament 




(Knots) 


No. Size No. Size 


Bismarck 


32 


8 15' 12 6' 


King George 


V 30 


10 14' 16 Stt" 


Prince of Wales 30 


10« 14' 16 5W 


Hood 


n 


8 15' 12 514* 


Rodney 


23 


i 16* 12 6' 


Ramillies 


21 


8 15" 12 6' 


Renown 


29 


6 15" 20 4%' 


Repulse 


29 


6 15' 12 4' 


•Newly commissioned— 


-guns not completely functioning properly 



CRITICAL HITS 

1. There are 2 types of critical hits: Magazine, 
and Steering. 

2. Resolve Steering hits after each torpedo hit. 
If a one is rolled, the ship is automatically slowed 
to one zone per turn, instead of suffering a 
midships hit. If the ship already moves one zone 
per turn, or another number is rolled on the 
second throw, the hit counts as a normal mid- 
ships hit. 

3. Resolve Magazine hits after each gun or 
Bomber Attack Table MIDSHIPS hit on a ship 
with 3 or less midships boxes remaining. If a one 
is rolled, the ship is sunk. 

SOURCES: 

1. Bekker, C. D., Defeat at Sea, New York; 
Henry Holt and Company, 1955 

2. Dupuy, Trevor Nevit, The Naval War in the 
West; The Raiders, New York; Franklin Watts, 
Inc., 1963 

3. Forester, C. S., The Last Nine Days of the 
Bismarck, Boston; Little, Brown, and Company, 
1963 

4. Hough, Richard, Death of the Battleship, 
New York; The MacMillian Company, 1963 

5. Humble, Richard, Hitler's High Seas Fleet, 
New York; Ballantine Books, Inc., 1971 



Comments to: 

Keith Gross 

4730 S. Downing Street 

Englewood, Colorado 801 10 
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SERIES REPLAY PREVIEW 



Panzerblitz 




The above is actually somewhat of a 
misnomer as what follows should not be confused 
with the long awaited advent of the Series 
Replay. However, being firm believers in the old 
adage "a picture is worth a thousand words," 
we've decided to illustrate the following PAN- 
ZERBLITZ game exactly as it took place in our 
design offices. What follows then, is a capsule 
game report on the battle that ensued when the 
Vane cousins (Richard & Russell) let fly in 
situation 4 of PANZERBLITZ. Not a Series 
Replay, nor even a clinic on how to play 
PANZERBLITZ, what follows should be con- 
sidered a prelude to the Series Replay which we 
will unveil in the next issue. 

PARTICIPANTS: Richard and Russell Vane 
COMMENTARY: Seth Cams and Randall Reed 
BACKGROUND: Longstanding members of IGB; 
the official Avalon Hill playtest panel. 



TURN ONE - OPENING ADVANCES 

The German has made a poor choice of 
forward units (621 & 840) since they represent 
better than 25% of his available armor-piercing 
firepower. A better choice would have been 
halftracks deployed at 2-M-8 and 2-M-10. The 
Hummel (622) should have been deployed to Hill 
107 immediately to be in position on the ridge at 
3-F-8 by the end of turn 2. With 621 and 840 
deployed on Hill 129, a more cautious Russian 
approach along the northern route would have 
been necessitated. 



The Russian, on the other hand, has made a 
standard approach, precluding radical German 
attacks against the northern flank of Hill 132. 
Note the forward positioning of the 820's for 
maximum hindrance of the German approach. 
However, more infantry should have been carried 
forward with the 820's. At the very least, the 
Recon units could have been put to greater use 
by being carried forward in the early going. As 
shall be seen, the lack of infantry support 
weakens good flanking probes that could have 
been devestating. 



TURN TWO 

The ineffectiveness of the German forward 
positions becomes apparent as the Russians ad- 
vance, shielded by green hexsides. Advanced 
German units must fall back for lack of mobile 
supporting fire. All effective German units are 
covering southern approaches, leaving the north- 
ern route defended only by JgdPzIV (840) with 
no field of fire. Note also the extremely limited 




field of fire for the Hummel (631). The Wespe 
(621) is too far forward to cover Russian units 
that will advance behind it on the Russian's next 
turn. 



It should be apparent that the Germans are 
not making use of the only advantage they have: 
superior range. Light units should be holding 
forward positions while the units with ranges of 
12 or better are in rear positions with adequate 
fields of fire. 




WL^ ' Jw l nd ' Turn 



STACK CONTENTS 

A. Two Rifle units, Two T-34/85s 

B. Two 76.2mm guns, two trucks 

C. Two Rifle units, two trucks 

D. Two Recon units, two trucks 
Two 45mm guns, two trucks 
Two 82mm mortars, two trucks 
Two Halftracks, one Rifle unit, one SMG unit 

H. Two Recon units, two trucks 
I. Two 76.2mm guns, two trucks 

One Rifle unit, one T34/85 

One Halftrack, one SMG unit 



E. 
F. 
G. 



J. 
K. 
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TURN THREE 

No blood has been shed yet but the Russian 
is consolidating in preparation for a general 
assault. Note the rather "loose end" probe by 
821 and 822 in the south. 



The German spends his turn futilely adjusting 
for the impending assault. Strangely, in this turn, 
where flexibility and mobility are needed, the 
German player is actually cutting down his 
mobility by unloading more infantry. Note that 
because of his poor fields-of-fire, only the 
Nashorn (850) can fire on the two SU-85's. It is 
significant to point out that this amounts to only 
10% of the available German firepower. 

TURN FOUR 

The Russians finally spring their offensive. 



Although no blood is let this turn, the Russian 
move insures destruction of German units in the 
near future. The northern effort is, in general, 
sufficient; but the southern attack (against the 
Panther, halftrack, and Wespe) should have been 
much stronger. The SU-85's could have been of 
much greater value had they been pushed through 
to lightly defended Grabyosh. Instead, they are 
squandered in a dubious assault on the mobile 
Hummel unit. 

As a result of the weak Russian southern 
attack, the German chooses to stand and fight. 
Whether this was wise in light of following events 
is difficult to judge. This counterattack does have 
good possibilities of buying time. But with 
dismounted Russian infantry within striking dis- 
tance, there is always the possibility of low-odds 
dispersals and destruction. This is the decisive 
turn. Had the Germans chosen to withdraw and 



reform in and between Grabyosh and Golod, 
things may have been more favorable for them. 
The successful attacks on the SU-85's do little to 
justify the German's plans to stay put. 



TURN FIVE 

The time for exploitation has arrived. Actu- 
ally, the Russian player is advancing very con- 
servatively at this point, and has lost some 
control of his offensive. But, given the totally 
outmaneuvered Germans, this was not critical. 
The worst German fears were realized when both 
Russian low-odds CAT attacks result in dispersals, 
dooming the defenders to almost sure destruction 
on the following turn. This is the beginning of 
the end to effective German firepower. 
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Retreat is the German's only option. With no 
fields-of-fire, infantry reserve, or good defensive 
positions, the Germans can only retreat. Only at 
this point does the German consider occupying 
Hill 107, but now it is too late! It is now merely 
a question of how many German units can 
survive to deny the Russians a Decisive victory. 

Had the German pursued this course of action 
earlier, the overall result may well have been 
different. This has been a case of a poor initial 
set-up and the failure to recognize this fact and 
rectify it by the German. The Russian had only 
to handle his forces competently to insure his 
victory. 

As it turned out, the Germans fared no better 
in the closing turns. Given this much initiative 
and momentum, the Russian behometh had no 
problem in steamrolling all later German defense 
attempts. The result was a decisive Russian 
victory. 



Turn 

Russian-^3 
German— 3 
German— 4 



Russian— 5 



Attacker 




443 & 96 1 
953 

182 



German -5 
Russian— 6 



181 & 142 

186 
631 & 32 
741 & 952 
141,142 & 

143 




Defender 

840 

821 & 822 
822 
821 

: 93S MH 
145 & 433 

96 1 & 443 

'62i^HH 
31 

141SH 

141 
443 & 961 

621 
32SH 
141 

'631' [ ' '::'-. 



Type 




Odds Result 



No Effect 

No Effect 

Destroyed 

Destroyed 

Dispersed 

Destroyed 

No Effect 

Dispersed 

Dispersed 

Destroyed 

No Effect 

No Effect 

Destroyed 

Destroyed 

Destroyed 

Dispersed 

Dispersed 
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TURN SIX 

The Russian sixth turn is not as aggressive as 
it could be, but then, it really doesn't have to be. 
At the end of their move, they have succeeded in 
eliminating the Germans as a fighting force. At 
this point, the 'end-game' becomes one of pursuit 
and destruction. 



In future SERIES REPLAY columns we'll 
concentrate considerably more on individual 
moves and placements. It is expected that the 
quality of play will improve as the series grows 
older. 



If you have any comments or suggestions on 
how we might improve on the SERIES REPLAY 
theme be sure to drop us a line c/o the R & D 
Dept. 



G> 



DESIGN ANALYSIS 




GUN 88mm L56 Ef f Rng 3000m 
AMMO 92 PEN 4.9" 1 MG 34 

A Wt60.5t HPWt 11.6 ^S 



Scott Duncan, at 27, is one of the youngest 
"old" designers in wargaming. Many years ago 
when the GENERAL was still in its infancy, 
Scott designed the CHIEF-OF-STATE variation 
which was part of the CONFRONTATION game 
published by Gamescience. That company has 
long since been dissolved and CONFRONTA- 
TION, like Scott's other games, has long been out 
of print. The point is, however, that Mr. Duncan 
was designing games before it became a popular 
thing to do. Fis were among the first "amateur" 
efforts to see print, and although largely inactive 
in recent years, his ideas still carry considerable 
credence. 

Besides having a history in the hobby that 
goes back 14 years, holding an MA in English, and 
being employed upon occasion as a college 
instructor, computer programmer, and rock 
musician, Scott lays claim to being the original 
founder and president of the IFW, at one time 
the largest wargaming organization in the United 
States. If all of that doesn't qualify him as an 
excellent commentator on the present state of 
design in the hobby today, we don 't know what 
does!! 

Scott, like many others of his ilk, is return- 
ing to the hobby after several years' absence. We 
feel his comments on game design "as an old 
newcomer sees it" are an excellent way to 
kick off this column and set the stage for the 
discussions which will follow. 



GAME CREDITS: 




Chief-of-State 
Hastings, 1066 
Spanish Main 
/icksburg 



Returning to wargaming after nearly three 
years' absence, I find the historical accuracy vs 
payability debate — and the apparent dichotomy 
between complexity and enjoyment which such a 
debate implies — has not diminished in strength 
though vocabulary has changed considerably. 
While highly detailed, multi-leveled 'simulations' 
seem to attain temporary popularity, they appear 
to be quickly 'tested out' and stored away in antici- 
pation of further offerings. Old-line favorites such 
as Bulge, Afrika Korps and Stalingrad seem to 
maintain their positions as favorite games of 
many players even if they are not always the top 
choices in surveys. My immediate reaction is that 
despite even their glaring errors and lack of 
'complexity', the old-line games find the most 
consistent favor with those who actually play the 
games while the newer, more innovative games 
hold only temporary fascination as objects of 
minimal play and maximum study. Yet articles 
consistently appear suggesting variants and com- 
plications to the old and new games as well as 
point out errors in historical documentation. 
Clearly, game design is not a matter of whether- 




or-not, not a matter of either-or, but a question 
of how and of how great since it is actually the 
extent to which history is incorporated into a 
game and the success with which such reproduc- 
tion of history is carried out and integrated into 
the flow of play which should concern us. 

The history/playability debate can probably be 
most effectively resolved through agreement upon 
two points which would seem to be essential 
considerations in any game design/research phil- 
osophy : 

(1) Given the impossibility of reproducing L fog of 
battle' conditions in truly simulated fashion with 
sufficient unknowns plus the inability of players to 
act as if hindsight and two hundred years of 
military history dirt not exist, a true 'simulation', 
except in very large terms, is highly unlikely and 
perhaps equally undesirable; 

(2) Given the wealth of possible historical data avail- 
able, failure to seek out adequate source material 
and pay careful attention to history whenever and 
wherever possible is no longer acceptable. 

A game must be historically reliable to some 
extent if it is to even attempt to represent the 
campaign/battle/era around which the game re- 
volves. In fact, why have more than one wargame 
if any battle were as good as another? If the idea 
were not to try to simulate to some degree 
unique situations, Avalon Hill could have stopped 
with Gettysburg, content to bring out yearly 
revisions as new concepts in mechanics of play 
continued to appear. In fact, this is probably why 
variants and corrections to commercially mar- 
keted games have been left, by and large, to 
individual effort: new concepts find ample appli- 
cation and expression in new games. 



Of course, we may be coming to a time when 
new games can only attract attention for a short 
while until replaced by further extensions of 
design effort and ingenuity. And it appears that 
the enjoyment level of the simpler, older games 
surpasses the attraction of detail and complexity 
as far as playing the game is concerned. Are we 
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then to surmise that we need more elementary 
approaches to wargames design? Not necessarily 
in the sense of the old favorites where differentia- 
tion between them was sometimes little more 
than a different mapboard, different unit desig- 
nations and a smattering of special rules to 
'flavor' the game with the historical period under 
question. Yet it remains that these games still get 
played and written about more than any of the 
newer products - perhaps because of the sheer 
number of new games with different rules for 
movement, combat and weaponry in literally 
every one of them? Despite their very visible 
errors in historical and cartographical detail, 
something makes many of the older games more 
attractive for continued pleasure than most of the 
newer ones. 

Certainly no one will complain about the 
inclusion of historical detail and complexity of 
decision-making if they are conveniently incorpor- 
ated in the rules and game components, requiring 
little diversion of time and effort to accom- 
modate them. In fact, it was generally the 
successful manipulation of many choices and 
complexities which made or broke actual military 
confrontations. Hindsight on the part of game- 
players equalizes many of these decisions and 
would necessitate perhaps unacceptably rigid or 
ridiculous rules to approximate the same situation 
- since hindsight cannot be eliminated, other 
restrictions would have to be imposed. For 
example, how does one simulate Hessian ignor- 
ance of the Continental Army's crossing of the 
Delaware when both players KNOW what actually 
happened and what probably must happen for a 
simulation of the victory requirements? A winter 
quartering rule is possible: simply not let the 
Hessians have much freedom of movement until 
actual contact with a sizeable American force 
occurs. But is that the same thing as being across 
the Delaware in the dead of night on Christmas 
Eve not knowing where the forces under Washing- 
ton were for sure but imagining them to be 
winter-quartered somewhere in Pennsylvania? Of 
course not, yet it's the best we have. But what 
other inequalities does such necessary bending of 
reality and history entail? Can one prevent the 
use of 20th Century mentality and hindsight even 
if one restricts it to the use of 18th Century 
weaponry and tactics? No amount of rules can 
erase such inequalities, of course, but then this is, 
perhaps, the entire point of wargames. 

] hear a good deal about optional initial 
placements and various 'scenarios' in the newer 
wargames. But you can't really design a good 
wargame unless you realize you're dealing in the 
biggest "What if?" situation possible as it forms 
the entire basis for wargaming and simulations of 
all kinds. What if you, the 20th Century mind, 
were faced with conditions and forces similar to 
some historical military figure at some specific 
point in time and face another 20th Century 
player with the approximate forces and situation 
of the historically opposing military figure? The 
only interesting game becomes one in which both 
sides of the 'what If" have some chance of victory 
either because of roughly equal forces of ter- 
rain/timing/weaponry factors which balance out 
otherwise unequal numbers. In fact, 'simulation' 
actually ends in many ways at the moment the 
game begins since the rules which attempt to 
duplicate the original conditions of combat are of 



finite quality and cannot hope to cover every 
issue facing each historical leader. Neither can 
they be as illusive as the actual situation since 
they may be studied and replayed many times 
and can, theoretically, be as easily comprehended 
by one player as the next. There are few 
unknowns and few chances for radical innova- 
tions in military technique since the rules regulate 
military skills as do the actual sizes, shapes and 
composition of unit counters. There can hardly 
be 'stroke of genius' rules where players invent 
new modes of combat during the game - sort of 
an "Act of God" clause for wargaming! Yet this 
is basically what many military leaders did do (if 
not in one battle, then over the course of a few) 
and when opposing forces learned of these new 
systems of combat and military thought, the 
situations rapidly equalized. This is what hap- 
pened to Napoleon and one might imagine that 
the effect of Rommel in North Africa might have 
been greater had Patton not read Rommel's 
writings on armored tactics. It remains for us to 
merely attempt to simulate such conditions in 
ways not truly parallel to the actual effect of the 
conditions. We can only inflate the charge value 
of elephants over the Alps because we cannot 
truly 'surprise' our opponent with such a tactic 
anymore than Hannibal could hope to have used 
such a maneuver too many times before it no 
longer had much effect. Remember, we are 
dealing in cardboard and glue, not skin and bone 
- the former being a highly obedient, reliable 
medium compared to the latter, though some- 
what uninspired and inertially dense in emergen- 
cies. 

TOO MUCH IS ENOUGH 

So how historically accurate and mechanically 
complex? Original research must be as compre- 
hensively conducted as one can be reasonably 
expected to carry out — the expectation being 
largely of the designer's own creation tempered 
with knowledge of game-player demands and 
endurance levels. Anything less will leave a 
designer in Patton's unenviable position: all the 
desire in the world but no gas! 

Okay, wise gay . . . you play 1914 or Anzio! 
You separate those reduction counters and mark 
the hits in Jutland and Guadalcanal! You shuffle 
those 400+ pieces about the board . . . ! Now 
don't all of you gang up on me at once because I 
haven't suggested that the final product be this 
involved, though it must reflect comprehensive 
preparation in the selection of what materials to 
include. I merely propose that it is difficult to 
expect a good game with less than full scale 
research: an informed person is more likely to 
arrive at satisfactory answers to questions than a 
partially informed one. If you know that the 
wives of such-and-such a town harrassed German 
occupational forces during the Battle of This- 
and-That, you may not necessarily include it in 
the game. However, saving this bit of historical 
information and discovering further examples of 
hostile civilian activity may help you decide that 
some representation of the antagonism of the 
local populace is valid. Now that's a long way 
from suggesting you rate the women on combat 
and movement capabilities and assign them a unit 
counter! 



Of course, in paring down history and formu- 



lating it into rules and game parts, compromises 
will inevitably have to be made not in the least 
because sources disagree, forcing choices or rea- 
sonable combinations of the most reliable - 
sometimes it's just a case of majority rule at best. 
Have no fear . . . somebody will find something 
wrong with whatever decision you make - expect 
it, accept it and don't get too upset over it unless 
someone points out severe deficiencies. Such 
lapses will become evident to you or be made so 
by players more thoroughly versed in the subject 
matter than you'd expect anyone to be since 
someone always is, for better or worse. It's just 
that starting out well-prepared will insure that 
most objections will be matters of personal 
preference rather than research/design flaws. 



FROM THE TOP DOWN 

Now a great deal of consideration seems to be 
given to combat tables and methods as well as 
movement schemes and this is only fair since 
they are the two major areas of concern in 
developing rules and mechanics of play. However, 
many other parts of game design require more 
attention than they seem to receive. Gameboards, 
for example, have been particularly disappointing 
in this respect either through scarcity of terrain 
features or erroneous placement of those which 
do exist. Like accurate Orders-of-Battle, it isn't 
always easy (or even possible) to get detailed 
maps of battle fields much less ones contempora- 
neous to the battles. In my own researches I was 
lucky on a few occasions, finding highly accurate 
maps of the Waterloo area as well as of the] 
Gettysburg battlefield (although the latter is far 
easier to find). I had very little luck in finding 
material on the battlefield at Hastings save 
meager sketches and written commentary on the 
condition of the area around 1066 AD — I had 
to 'invent' a mapboard based on the best in- 
formation available. In this experience of 'invent- 
ing' a mapboard, I felt I had enough information 
to create a possible map of the area at the time 
of the battle based on present conditions at the 
battlefield site. Sometimes current conditions are 
quite different from historic ones and this sort of 
comparison is of little use. 



But do whatever you can in situations like this, 
be it for a mapboard or an OB since, as in the 
case of mapboards, you'll find such detail will 
add a great deal of useful flavor to the game as 
well as possibly suggest rules for movement and 
combat based on general terrain conditions plus 
suggest the actual scale of the mapboard and of 
the game. This latter factor is another slighted 
aspect of design though it has begun to receive 
more attention in the time 1 have been away 
from the hobby. Of course, determining scale 
means determining the relative sizes of forces per 
unit counter and this further suggests the rules 
for combat and movement. It is hard to really 
think of 'tactics' in games where the smallest unit 
is a division (even given breakdown counters) — 
thus it is often hard to deal in the normal hexes 
we have come to be familiar with over the years 
(changes in hex size are now upon us as are more 
experiments in the 'zone' approach of which 
Diplomacy and Risk are examples of longstanding 
note). One notable rule innovation in this regard 
has been that of deducting from movement for 
entering and exiting from enemy zones of control 
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plus entry into combat - all of which would 
logically require more effort and time than 
simply moving along uninterrupted. Thus, with- 
out entering enemy zones or general combat 
situations, a unit may move to its full movement 
capability; but entry into combat, etc. will 
require a significant expense in time and move- 
ment capability (which would or could otherwise 
be used for advancement in space). I can imagine 
the chagrin of the Germans in Bulge or Stalingrad 
were such rules to be dumped into their laps, but 
then such games base other rules and combat 
elements upon having no such restrictions (or 
benefits in the case of being able to move right 
through enemy ZOCs given sufficient muscle on 
the part of the moving units). 



Of course, scale and movement and length of 
turns (in game time figures: days, weeks, months) 
have considerable effect upon how 'realistic' the 
game will be. How does one effectively represent 
the entire European Theatre in WWII on a 22" 
by 28" mapboard using corps-sized counters and 
month-long turns? Something in the realm of 
realism must be sacrificed! How far could a corps 
go across Europe without opposition in a month 
— the answer to this is theoretically your move- 
ment factor for that unit (be it armored or 
what-have-you). Of course, this could make dras- 
tic shifts in frontage possible without the least 
chance for your opponent to react - if you keep 
within the format of one player moving and 
fighting, then the next player moving and fight- 
ing. If you alter this familiar game pattern you 
must still deal with the chance that sometime 
somebody will be able to drastically alter the 
position of at least a few units without response 
from his opponent (exploiting a hole which might 
have been filled in any true battle when it was 
seen that enemy forces were coming several days 
away — and each movement factor represents 
several days worth of campaign time if the entire 
capability is worth a month). Going to 'phases' of 
movement where players make partial movements 
with their units is the same as simply making 
game turns smaller in the relation to real-world 
time as each 'phase' is a subdivision of the whole 
turn like a week is a subdivision of a month . . . 
the game claims you mark off time in months 
but I claim you'd be moving in weeks of time 
nonetheless and 30 game turns become 120 in 
effect. The 'zone' movement of a strategic board 
would help in such a situation (though tactical 
confrontations might still be desirable and some 
'battleboard' would have to be worked up and 
face similar problems). It is not easy to design a 
game with both tactics and strategy in their real 
sense - most games force a certain strategy by 
their victory conditions, in fact. 



The other design issue of great concern has 
always been 'play-balance' — in the name of 
which many variants and rule changes have been 
attempted to many games and for which many 
games have found themselves almost designed out 
of existence. Other than artificial tampering with 
OBs or inserting deliberate rules for balance, it 
may be better to do what a few games seem to 
do by inserting individually designed components 
to reflect different factors in combat and move- 
ment and morale. Basically, I assumed that an 
attacker could not be overpenalized for being 
attacker by assuming that enemy fire would be 



taken as if the defender fired upon the attacker 
in open terrain, i.e., the attacker had a terrain 
position which would offer no support to combat 
value, when in fact the attacker was on terrain 
that would double his defense were he defending. 
Now the attacker, it is assumed, must open 
himself to some extent to attack . . . true . . . but 
does this mean he loses ALL effect of protective 
terrain? I thought this should not be so and 
decided to have two combat tables (or two sets 
of value on one table). The attacker and defender 
would each roll for fire against the other as if 
both were attacker and the results would apply 
to the other player. To give the effect of the 
attacker opening himself a bit, I merely gave the 
defender one odds column higher in return fire 
against the attacker. A bit crude, but it worked a 
good deal better than the old CRTs (be they 
total ELIM or step-down varieties). Recent games 
have been borrowing this idea from probably the 
same source where I originally saw it used — 
miniatures. I'm glad for its use because it is a 
simple and highly realistic element of play no 
matter what battle might be under consideration. 

And finally, there is the integration of what- 
ever rules and mechanics you decide upon into 
the flow of play. Wargames are not battles of 
player endurance against the rules — though a 
measure of one's skill in operating within such 
rules is the key to victory. Wargames are, or 
should be, battles of wits between two or more 
opponents within the given historical situation 
(not against it). Advanced versions of many 
games get into this problem with many minute 
rules which often require 'mopping up exercises' 
after each turn before serious thought can be 
directed toward play of the next turn. I should 
imagine that, given a 22" x 38" mapboard game, 
no more than 10 minutes between actual turns 
should be required for all mechanics of play. 
That is a great deal of time, in fact and I would 
hope to aim for about 5 minutes. Requiring more 
of players is asking for a certain amount of 
trouble - fascination with the game will rapidly 
wane as the paperwork waxes and counters grow 
in number. 



This latter point does not discredit my admoni- 
tion for thorough research. It does indicate that 
one may have to use restraint in displaying that 
research in the game by avoiding attempts to 
duplicate each and every detail. Do yourself and 
the prospective players a favor and use the excess 
history for an article; not for a 'super-advanced- 
tournament version' game. Surely one doesn't 
want to chuck his many hours of research once 
the game is over, so why not write about what 
you've learned (now's the time to mention those 
women and their pots and pans who were 
harrassing those German occupational forces, by 
the way). However, lengthy games continually get 
churned out, apparently unable to glut what 
might seem to be an already overburdened 
marketplace - the search for the ultimate war- 
game being unsurpassed save the search for the 
Great American Novel. 



Coming back to the hobby, I'd like to see a 
few new games in the old mold: correcting those 
coastlines and becoming more specific as to OB 
information, surely, but maintaining that sense of 
a goal and logical decisions within clearly stated 
rules (not necessarily 'simple' rules). There should 
be ways of playing a good, enjoyable, yet 
challenging game without requiring too many 
hours of rule perusal (and this is often needed to 
really effectively play many games). Optional 
rules and advanced versions can be added on (a la 
Bulge) without drastically changing the rules of 
the more basic version — a tendency I've ob- 
served in some games when moving to advanced 
rules means relearning movement and combat 
since totally new systems are invoked. Such 
moves to advanced versions may invoke further 
decisions mentally, but they should not expand 
the manipulative tasks too drastically nor con- 
tradict previously learned patterns of play. 
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RE-SUBSCRIPTION BONUS 

With this issue begins thelOth year of The General. No! We are not going to increase the rates (at 
least not right now.) To the contrary, we are going to decrease the yearly subscription price to 
those current subscribers who bring in new customers. 

The loyalty of our subscribers, many of whom have been with us since issue one, deserves 
more than a literary thank you. A rather healthy rise in the subscriber ranks has resulted in a lower 
per-issue printing cost - which we intend to pass on to you - NOW. 

Effective immediately we will enter your one-year subscription renewal - FREE - when your 
order is accompanied by a fully-paid one-year subscription for someone else. In other words, it's a 
2 for 1 deal. And, for each additional new subscriber you get, an additional FREE one-year 
renewal will be entered for you. (Five new subscriptions means five years FREE to you.) 

The fully-paid order must be for a new subscriber," it cannot be a renewal of some other 
person's subscription. 

This offer will be valid dear through April, 1974; all renewal notices will remind you. But you 
do not have to wait until your renewal time; you may take advantage of this offer earlier, and as 
many times as you get new customers. 

All you have to do is to send your name, along with the name of a new subscriber and $5.00 
to cover the cost of his subscription. Your subscription wilt automatically be extended one year 
from the date of its normal expiration. Our goal in V3l- 7.3,000 subscribers. 

* A new subscriber - one who has not taken The General since January 1972 
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Dear Sir; 

If some omnipotent intelligence were to gaze 
upon the Europe which existed on August 20, 
1914, he would surely be appalled by the carnage 
he would see unfolding beneath him. If this intelli- 
gence had any interest in military science, and if 
he could temporarily ignore Che destruction and 
slaughter he saw before him, he would probably 
be struck by a unique tactical occurrence which 
happened that day. 

As the right wing of the German army had 
rolled through Belgium, French reinforcements 
were hurriedly rushed north in an attempt to 
detain the enemy's advance. Among the units 
involved was the French 2nd Corps under the 
command of Major General Jacques Gabelie. 
Gabelle's corps was assigned to defend a twenty 
mile stretch of front along the western side of 
the Senne River, 

For reasons which will be revealed later, the 
general deployed his troops in a highly un- 
orthodox manner, Instead of distributing his 
forces along the entire twenty mile front, Gabelie 
chose to concentrate the whole corps along a ten 
mile stretch of the riverbank where he expected 
the Germans would attack. As history shows, 
Gabelie guessed wrong. The Germans poured 
through the undefended region and the 2nd corps 
was outflanked, overrun, and eventually de- 
stroyed. 

Although this incident had little effect on the 
course of the war, it ruined the career of General 
Gabelie. who, as fate would have It, was one of 
the few survivors of the unfortunate unit. At his 
court martial Gabelie was questioned as to why 
he had not covered the entire length of his 
assigned sector. The general's defense rested on 
his claim that the 2nd corps was incapable of 
covering this large an area. When the judges 
examined the evidence this was found to be true. 
The reason Gabelle's troops could not be 
stretched to defend the entire twenty mile sector 
was because the French 2nd Corps was a % 
square inch piece of colored cardboard. 

No doubt many wargamers, at some time or 
another have found themselves in Gabelle's un- 
enviable position. In games without zones of 
control any given unit can only defend the hex it 
occupies; whereas the player's opponent often 
threatens to attack across a front extending 
several hexes in length. While it would be 
impractical to allow one unit counter to occupy 
more than one hex at the same time, J do feel 
that a higher echelon unit should be composed of 
more than one counter, thus allowing the com- 
mander to deploy this unit across as wide an area 
as desirable. 

For example: in a divisional level game the 
basic unit counter would be a regiment. Accord- 
ingly, the rules would allow for several regiments 
to form a division, All the counters of the 
division could be stacked together on one hex to 
provide the maximum amount of firepower, or 
the division couid be dispersed to cover a broad 
section of front. 

Although most of the wargames I've played 
allow stacking of units, the rules are not designed 
to allow for larger units to be constructed from 
smatleT ones as in the method outlined above. 
Take for example the game of Waterloo. The 
basic infantry and cavalry units are of a divisional 
level. However,, instead of allowing these to be 
combined to form a corps, the rules incorporate 
an archaic stacking method based solely on the 
amount of firepower which can be crammed into 
one hex. The result is an unusual military forma- 
tion which I have never come across in any 
books on military history. This formation is the 
slack. A stack consists of any number or any 
type of units, the only restriction being that a 
stack may not exceed fifteen combat factors in 
strength. Stacks may vary from two units up to 
piles containing as many as six or seven counters. 
Calvary, infantry and arlilEery are grouped to- 
gether in a totally random manner, although 
occasionally units are segregated by movement 
factor. As one can plainly see, the Waterloo 
stacking rules do not accurately simulate the 
organizational methods of the Napoleonic Era. As 
the game begins, both players form as many 
stacks as possible and as the battle progresses the 
commander who best maneuvers his slacks will 
usually win the game. To deliberately mis-quote 
Napoleon: "God is on the side of the best stack." 

Along with providing better organizational 
methods in wargames, multiple counter units 
would provide an excellent method of computing 
combat results. To use the example of a division 
stack once more: a division consisting of five 
regiment counters is required by the C.R.T. to 
suffer casualties of 40%. The defeated player 
would merely remove two of the regiment count- 



Letters to the Editors.. 



ers from the stack. Likewise, when the division 
stack was entitled to receive replacements, addi- 
tional regiment counters could, be added. Natural- 
ly this idea is not completely realistic, because in 
battle all the regiments would suffer equally, but 
1 feel that rules to account for this would detract 
too much from payability. 

Although I have already described how MCU's 
could be concentrated or extended > I now wish 
to expound further on this idea. For our example 
let us consider an infantry regiment composed of 
three battalion counters. The player whose turn it 
is has decided to attack one of his opponent's 
units which is defending a strategic hilltop. In 
most wargames as they are now played, the 
attacker would have little choice but to move his 
one regiment counter into the enemy's zone of 
control and go at it one on one. However, in a 
game using M.C.U.'s the attacker would have the 
option of dividing his regiment, perhaps sending 
two battalions to outflank the hill and using the 
third to hold down the center, A regimental 
commander whose unit was composed of more 
than one counter would also be able to hold one 
of his battalions in reserve instead of having to 
commit all of his forces at once. 

In conclusion, 1 feel that the inclusion of 
M.CU.'s in a wargame would enhance authen- 
ticity by providing for a more realistic stacking 
system. These new stacking rules would better 
reflect the organizational practices of the period 
being simulated. Combat Results Tables as well as 
replacement rules could easily be designed for 
games incorporating M.C.U/s, For these reasons I 
feel that Multiple Counter Units should at least 
be play-tested and, hopefully, included in Avalon 
Hill's next game. 

Joseph R. Hale 
732 Rowland Rd. 
Stone Mtn. Ga. 
30083 



Gentlemen: 

Sitting before me is Vol. 9, No. 5 of the General, 
freshly arrived today and filled with the usual, 
goodies - and some guff, too. How dismaying to 
find, among otherwise good articles, proposals to 
break PB turns into 16-turn increments "to in- 
crease playability" - and create a paperwork 
monstrosity - or someone else's suggestion that to 
give the D-Day Allies a fighting chance, replace the 
units of Patton'^ Third Army with 8-8-6'$ and 
7-7-6's. Perhaps Rommel could do better with 
Panzer Lehr and the Fuehrer Escort Brigade from 
Bulge, too. 

All of this nonsense points up not the game 
defects claimed, but rather, 1 think, defective 
players. These people who find every game turning 
out consistently the same are probably the same 
ones whose tactics vary about as much as weather 
on the moon. Anyone who needs an 8-8-6 to reach 
Germany or A.P. Hill's 1 2-4 to cross the Nemunas 
doesn't need any 1 6-step turn to help because 
they'll play those 16 increments as mindlessly as 
ever. If you 'really need help, try this: get an extra 
die and roll both, using the PBM CRT. No 2-page 
tables, no notes or charts, just an extra die. 10=0, 
11=1, or 12=2. But that's only a cosmetic change. 
Your real salvation lies in the age-old military 
secret: THOUGHT. If you use the Avis strategy 
and really TRY HARDER to do something un- 
heard of, like THINKING - or maybe even being 
so radical as to try something DIFFERENT once in 
a while - you might be surprised at the results. 
You may not get to be Number 1, but perhaps we 
won't have to read about how Bomber Command 
needs 1 squadrons of laser-armed flying saucers to 
reach BerEin, either. 
John Michalski 
913 NE 6 St 
Moore, Ok 73160 



Sir, 

Marc Sheinberg's 'Tiger by the Tail" article 
offers a good strategy for the British to use against 
the Germans in Origins. I should know, because I 
tried it (as British player) last summer - and 
almost lost. In fact, I should have lost, but 
managed to tie the German through sheer luck. He 
was stabbed in the back by a "wild man" player 
(who had nothing to gain by so doing) at the last 
minute, and the result was a perfect British/ 
German tie. 



If you're the German, here's how to deal with 
Sheinberg's tactics. First, allow the British player 
his Understanding with Germany, but make him 
pay a very high price for it. This means his 
Understandings/Units in other countries will be 
very weak, tho this probably won't concern him 
because he assumes you can't attack them. Which 
you can't, of course. 

But don't forget, the name of the game is 
diplomacy, and secret diplomacy at that. The 
German that I played against made secret agree- 
ments with France and Russia, promising them 
such toothsome tidbits as Alsace-Lorraine (France) 
and an Understanding with Germany (Russia); in 
return, they promised to attack weak British 
Understandings/Units in the Rhineland, Austria, 
Czechoslovakia, etc. Of course, Russia can usually 
be depended on to attack the British in Poland and 
the Baltics in any case. And since the German goes 
last, he can be assured Russia and France must 
carry out their part of the bargain. 

The rest is quite simple. For example, after the 
French attack British units in Austria, the Germans 
attack the French there and immediately establish 
control. And since all these discussions were secret, 
nobody realized until too late the extent of the 
German agreements. Thus, despite a British Under- 
standing with Germany, the German can still win 
hard - and win without breaking a single diplo- 
matic agreement! 

It was this last achievement — not breaking a 
singEe agreement — that made me realize I was up 
against a particularly brilliant German opponent. 
His reason for this, he said, was to establish his 
credibility for future games. 
Mark Saha 

2129 Ocean Ave- Apt 5 
Santa Monica, Ca. 90405 

Dear Sirs: 

I have been playing and enjoying Avalon Hill 
games since 1960 (when I was 1 2 years old). 1 own 



every combat simulation Avalon Hill has published 
except for U-Boal which 1 regret never having 
bought. I read in the current General where Tactics 
II is being republished. This was long my favorite 
game of all, until I bought Midway in 1966. I hope 
That the rules have not been too abbreviated in this 
version - as was hinted in the "Philosophy" article 
- for the game was highly playable and evenly 
balanced in its original form. 

I also read with pleasure where the General itself 
is about to undergo expansion and to change its 
presentation. This can only be a healthy sign - 
that of Avalon Hill's willingness to take up the 
gauntlet cast down by other publications in recent 
months. This rivalry can hopefully bring our hobby 
to new heights of accuracy, playability, realism and 
competition. I look forward in coming years to 
better and better products by Avalon Hill. I, for 
one, am most loyal to Avalon Hill for its initiation 
of this great field of gaming. I believe that there are 
thousands more like me. We are just waiting for 
AH to make its move. 1 believe that this latest 
General has signaled this start. Well done. 
Respectfully Yours, 
Anthony Trabue 
3721 BRollandRd. 
Nashville, Tenn. 37205 



Dear Sir; 

In 1-815 a battle was fought on the crossroads 
near Waterloo. As we all know AVALON HILL 
has produced a fine game for the reproduction of 
this battle. But the game would not be the same 
if a person had to play it knowing ihat the actual 
battlefield has a highway running through it. I 
have visited this battlefield and several others and 
it was the best I have seen. It consisted of a giant 
museum with a scenario in it, and a movie 
theater showing two movies on the battle. This 
proposed highway will ruin the battleground fot 
would-be visitors. So write your Belgian Con- 
sulate General and tell him that you're ready to 
re-live 1815 and fight in the battle for Waterloo. 

Ross Callender 
2601 Esther 
Pasadena, Texas 77502 




CUSTER'S LAST STAND 



Contest No. 55 finds us in the latter stages of 
an "Operation Custer" scenario in the advanced 
version of LUFTWAFFE. The situation is as 
follows: The American bombers have knocked 
out 12 oil targets, to doing so they have lost 20 
bomber and fighter factors white inflicting losses 
amounting to 10 factors on the Germans, The 
situation as depicted above is the only action left 
unresolved: victory or defeat wiH depend on the 
outcome of the bomber attack against the com- 
plex of three oil targets. 



As the German player, your dbjeetfve is to 
initiate an attack plan that, at this stage of the 
game, will lead to victory as outlined in the 
"How to Win" section of the rules. It is not 



necessary that your plan have 100% chance of 
victory, but will by design, lead to ultimate 
victory. 

To reply to the contest, fill out the contest 
entry form on the Reader Response page; DO 
NOT cut out this section of your magazine. It is 
intended as a permanent record of the contest for 
you to keep. Indicate movement by drawing a 
line on the contest map. Indicate attacks by 
filling out the ATTACK CHART below. Be sure 
to indicate the final position of the German 
formations. 

Contest deadline is June 30th, 1973. Avalon 
Hill contests are open to all subscribers, staff 
members excluded. The decision of our judges is 
final. 





TARGET 


NUMBER OF ATTACKING GERMAN FACTORS 


B 24's 


P-47's 
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READER BUYER'S GUIDE 



TITLE: 1914 PRICE: $7.00 SUBIECT: WWI Corps level invasion of France 



Your review of 1914 in the 4th installment of 
the RBG set all sorts of records, unfortunately 
most of them were negative as is evidenced by 
the games 3.87 cumulative rating; a full point 
higher than our previous worst of 2.87 for 
LUFTWAFFE. This came as no real surprise to us 
as we have long recognized 1914 as the most 
controversial game In our line. This is born out 
by the fact that we received numerous responses 
which cited 1914 as their favorite game. Appar- 
ently, these people are greatly outnumbered 
however. 

1914 set records for bad ratings in 7 of the 9 
categories, narrowly edging FRANCE, 1940 in 
the Play Balance department to avoid garnering 
an 8th record negative rating. The game did have 
one saving grace, however. It's excellent 1.95 for 
Realism tops all the games reviewed thus far for 
that category. It is probably this same ultra- 
realistic design approach which hurt it's other 
ratings. 1914 is an excellent simulation of what it 
portrays — WWI combat. It should not be a 
surprise therefore that the game has the same 
tedious, drawn out tendencies of the real cam- 
paign. Thus, the sub-average Excitement Level 
rating. 

You'll notice that we have expressed the Game 
Length rating in terms of hours and minutes. For 
purposes of the rating however, we request that 
you continue to rate playing time tn ten minute 
segments. If last month was indicative of the 
order you'd like to see the games reviewed, the 
next subject should be BULGE, followed by 
MIDWAY, end RICHTOFEN'S WAR. But we'll 
see what vou like next time. 



1914 besides being a very complex game, has 
definite rule problems. There are both ambiguities 
and omissions present in the rules which make 
1914 a very complex game even without the 
hidden movement, step reduction, and numerous 
charts which the game relies on. Thus, the poor 
ratings in categories 4 and 5 were expected. Even 
the mapboard has drawn considerable criticism 
which is reflected in the ratings. Our early 
attempt at super- realistic mapboards backfired on 
us in this case. The maze of railroad lines, rough 
terrain, and forest areas combined into a very un- 
sightly and unprecise map. Fortunately, it was 
a mistake which we chalked up to experience 
and benefitted from in later efforts. In all fairness 
however, we should point out that a rating of 
4.50 is considered average, so even 1914 must 
have some redeeming qualities, being rated above 
average in 7 of 9 categories. It only seems to pale 
excessively when contrasted with a PANZER- 
BLITZ. 

1. Physical Quality .„ 3.18 

2. Mapboard 3.40 

3. Components 3.26 

4. Ease of Understanding 5.46 

5. Completeness of Rules , 4.32 

6. Play Balance 3.86 

I Realism 1.95 

8. Excitement Level 5.48 

9. Overall Value 3.86 

10. Game Length 9 tir., 13 mm. 

o 



READERS RESPONSE 




BULGE: 

Q. Suppose a defender is eliminated because it 
can not retreat on a "DB2" combat result. How 
many squares may it advance? 
A. Only one, as cited by the appendix. 
Q. Could a unit move to QQ27 and then off the 
road directly to PP2S and continue with the rest 
of his move from there? 

A. No - he must go through Vianden if he 
wishes to continue his move in that turn. 
Q. May units advance i square into the defend- 
er's vacated square when called for by the CRT if 
both the attacker's sq. and the vacated defender's 
sq. is controlled by another friendly unit? 
A. Yes. 

Q. Which is the correct rule: Appendix of Battle 
Manual, Retreats (tournament) question number 
3 or the tournament CRT advance rutes? They 
are contradictory, 
A. The latter. 

Q. May units starting on non-road^ rough terrain 
squares move to a rough terrain road square and 
continue along the road in the same turn, 
realizing that units on non-road clear terrain 
squares may not make such a move? 
A. Yes. 

Q. When there is only one road may the winner 
dictate the direction of retreat? 
A. Yes. 

Q. May a unit enter a square such as NN25 on 
one road and continue along the other road all in 
the same turn without entering Clervaux? 
A. No. 

Q. May air factors be used as losses in an 
exchange? 
A. No. 

Q. If one unit of an attack is supplied, are all the 
participating units considered supplied? 
A. No - each unit must trace its own supply Line. 
Q. If 4 TAC factors are used to raise the odds of a 
battle, and an engaged is rolled, must 4 additional 
TAC factors be used the following turn, or are the 
originals still considered to be in use? 
A. No - four new TAC factors must be used each 
turn. If the American runs out of TAC factors to 
use, the odds of the attack will drop accordingly 
unless he brings up additional ground units. 



Q. Do both players roll once per turn for the 
weather in BULGE, or just the one? 

A. Just one. 

Q, In the BULGE tournament game is the retreat 

route always determined by the loser? 

A, No. The winner determines the retreat route 

just as in the basic game, except that retreating 

units must be moved along roads whenever 

possible. 

Q. May an armored unit withdraw from an 

engagement without moving? 

A. No. 



JUTLAND 

Q. Can a ship avoid ah the torpedoes fired by 
two destroyer flotillas if the torpedo attacks are 
launched from two different directions, such that 
it is impossible to turn away 90 degrees from 
both flotillas? 

A. In a case like this, the ship could remain on 
course and accept torpedo attack from both 
flotillas, or turn away 90 c v lose firing privileges, 
and still accept the torpedo attack of the flotilla 
with the broadside facing, 

Q. How are torpedo hits, critical hits, and flota- 
tion hits scored on light ship units? 
A. Torpedo hits are registered exactly the same 
way as gunfire hits. Critical and flotation hits 
should be ignored, and the die rolled again. 
Q. How do you determine the number of hits 
sustained when two ships at greatly different 
firing ranges are firing at the same target? 
A. In such a case, the two ships fire independent- 
ly of each other; thus requiring two rolls of the 
die. 

BLITZKRIEG 

Q. Are fighters caught on the ground or may 
they attempt to intercept a nuclear strike? 
A. They may attempt to intercept. 
Q. In light of the question in the Jan-Feb '73 
questionbox may I assume it is impossible to use 
MDM &. TAC bombers in an AV situation and 
still move units through the destioyed defender 
prior to the movement after combat phase? 
A. Yes 



The questions posed below are meant to be a permanent part of your magazine. There is no need to 
remove this section from the rest of the issue. Elsewhere within the magazine you'll find the Reader's 
Response page, Among other things, it has a section specially constructed for your answers. We suggest 
you tear out the Reader Response page so that you can hold it parallel to the questions below while 
writing out your answers. Detailed instructions on how to fill it Out can be found on your answer card. 



Name and rate the best three articles in this 
issue, giving your top choice a \, second best a 2, 



4. On a scale of 1-10 how would you rate 
this issue? 

5. Was this your first issue? 

6. How many years have you subscribed to 
the GENERAL? 

7. Would you resubscribe on the basis of this 
issue? 

8. Was this issue better than the last one? 

9. Are you taking advantage of the two for 
one subscription deal to recommend the magazine 
to your friends? 



SECTION II 

1 . Your age in years. 

2. Your education in years — a 10 would 
signify 10th grade education, a 16 a four year 
college degree. 

3. How many years have you been active in 
wargaming? 

4. How many Avalon Hill games do you 
personally own? 

5. Do you play by mail? 

6. How many games do you play by mail 
each year? 

7. Check all games you have played or plan 
to play in the near future by mail? 

D Panzerblitz D Stalingrad 

D Luftwaffe □ Blitzkrieg 

D Afrika Korps Q Gettysburg 

D Bulge O D-Day 

D Waterloo LJ Anzio 

D Guadalcanal D Tactics II 

D 1914 □ Other (specify) 

8. I play by mail because: 

D I lack opponents of any kind 
O lack expert opponents 
Q lack time to play in person 
D prefer pbm over in-person play 

9. How many Avalon Hill games do you play 
on the average every month? 



10. How many simulation games do you play 
on the average every month? 

11. How many hours per month do you 
devote to playing wargames? 

12. What level of complexity do you prefer in 
wargames? (check one) 

G Afrika Korps (Introductory) 

D Bulge (Intermediate) 

D Panzerblitz (Tournament) 

13. Check your favorite game environment: 
O Naval 

D Land 

□ Air 

14. Check your favorite game scale: 
D Tactical 

D Strategic 

D Grand Strategic 

15. Check the period you would next like to 
see an Avalon Hill game on: 

□ Nuclear 
D Modern 

□ World War II 

□ World War I 

Civil War 
I— ! Napoleonic 

1 J Revolutionary 
C I Medieval 

n Ancient 

SECTION III 

1. Would you object if the GENERAL ex- 
panded it's coverage to include Avalon Hill 
non-battle games such as FOOTBALL STRAT- 
EGY and STOCK MARKET? 

Rate the following departments on a 1-10 basis 
with 1 being considered a rave review, and 10 
being considered a vote for dropping the feature 
from the magazine. 

_2. Series Replay concept 

3 Game Design Column 

A. Philosophy 

5. Reader's Buyers Guide 

6, Letters 

7. Contests 

8. Discount Coupons 

9. Opponents Wanted 

_10. Infiltrator's Report 

_1 1. Question Box 

_12. Historical articles 

_13, Variant articles 

14. Strategy articles 



When submitting questions to us for answers, 
please note the following 

1J Include a stamped, self-addressed envelope. 
The letters that include one are answered first. 
Those thai do not are answered last; as a result, 
these letters gel back to yuu at least a week later. 

2.) If your question refers to a specific situa- 
tion, please include a diagram of the situation, St 
takes a good deal of time to answer the letter 
Otherwise, which will delay your reply. 

3J We wish we could answer technical ques- 



tions and do research for you, but the large 
amount of mail we receive prohibits this. We will, 
be glad to answer questions on the play of the 
game, but we cannot, unfortunately, answer those 
on technical or historical points nor can we 
research data for those of you designing your 
own games. 

4.) Keep orders and other mail separate from 
questions. Separating the items of your letters 
into different departments takes time and delays 
your reply. 




GUE SS 1 WHO '^-SS' 1 




GUESS WHO ELSE READ 

THE PLAN OF THE. MONTH? 
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Every year about this time the INFILTRA- 
TOR'S REPORT is dominated by news of the 
coming season's conventions and this issue is no 
exception. The summer conventions appear to be 
getting bigger and better than ever. And this year, 
we'll even be going to three ourselves! 

The annual Lake Geneva affair remains the 
dean of wargaming conventions in the U.S. Now 
in its sixth year, the perennial Wisconsin Con 
returns to its original site at Horticultural Hall, 
330 Broad St., in Lake Geneva proper for its 
August 18th and 19th doings. Neville Dickenson 
from MiniFigs in England is rumored to be 
coming as is AH's Donald Greenwood who will 
be manning the Avalon Hill booth. The Napole- 
onic period is being featured this year at the 
Wisconsin affair so you won't want to miss the 
big WATERLOO tournament. 

The preceding week (August 11th & 12th) will 
find wargamers burning rubber on I84 to get to 
EAST COAST II, a new convention being spon 
sored by the Simulations Game Committee and 
the IFW. The site will be the Sarah Porter 
Memorial Hall of the First Church of Christ 
Congregational in Farmington, CT. The featured 
event will be a boardgames tournament using 
chessclocks to time moves. 

Claiming to be the biggest simulation gaming 
event of 1973 is EAST CON III scheduled for 
July 7th and 8th at the Hotel McAlpin, 34th and 
Broadway, in New York City. Co-sponsored by 
the SICL and the AGA, the emphasis in East Con 
III will be on competition. All sorts of tourna- 
ments in a variety of categories will be held 
including an Avalon Hill Classics tournament with 
trophies and $175.00 in cash going to the top 
three finishers. Miniatures, Chess and Diplomacy 
competitions will also be held. Among the other 
attractions will be a magic show by talented 
entertainer (and designer of LUFTWAFFE) Lou 
Zocchi, and a demonstration of an electronic 
space warfare game played on television screens! 
At least one member of the Avalon Hill design 
staff will be in attendance. Entrance fees are 
$5.00 each with additional charges for participa- 
tion in the tournaments. Hotel reservations are 
available for $18.00 and $22.00 

Our own Randy Reed is busy packing his bags 
for his appearance at the Second Annual INTER- 
NATIONAL GAME SHOW in downtown Chicago, 
where he will man Avalon Hill's booth in the 
trade show portion of the convention. The IGS is 
both a wargaming convention for gamers and a 
trade show for buyers and manufacturers of 
games. Although the two are supposedly separate 
affairs, intermingling was allowed last year. We 
are informed that over $300.00 in prizes will be 
given away. The show will be held this year at 
the Bismarck Hotel, LaSalle & Randolph, in 
downtown Chicago. Rooms are available for $16 
(singles) or $22 (doubles). For more information 
on this June 23rd and 24th affair, write the 
INTERNATIONAL GAME SHOW, 205 W. 
Wacker St., Chicago, III. 60606. 

Mid-July is not ignored either. The M.O.W. 
(Michigan's Organized Wargamers) have scheduled 
their annual fling for July 15th in Detroit where 
the feature attraction will be a PANZERBLITZ 
tournament. For further info on the MOW affair, 
write Paul Wood, 24613 Harmon, St. Clair 



Infiltrator's Report 



Shores, Ml. Also being planned for the July 15th 
weekend are conventions in Macon, GA and 
Cincinnati, OH. For information on the latter 
two we suggest you drop a line to Alister Wm. 
Macintyre at 2729 Stratford Ave, Cincinnati, OH 
45220. 

Being a firm believer in the old adage that 
"good things come from small packages," we are 
pleased to announce the start of yet another 
wargaming convention. This one is scheduled for 
June 16-17 in Scottsdale, Arizona. The feature 
attraction will be multi-player wargames moder- 
ated by a computer. For more information 
contact: Richard Loomis, 8149 E. Thomas Rd., 
Scottsdale, Arizona 85251 or call 602-994-9104. 
Wherever you live, make an effort to attend a 
wargaming convention in your area this summer. 

SOLUTION TO CONTEST NO. 54: Basically, 
there is no solution that will allow a 100% 
chance for the German player to extricate all of 
his units unharmed. Given that, the question 
becomes one of facing reality and saving as much 
as possible. The most critical problem, of course, 
is the predicament . of the 1SS Panzer Division. 
Since resources (attacks and combat factors) are 
limited, the major effort should be directed 
towards saving this important division. The Lehr 
Division, potentially the most powerful counter- 
attack force, is useless in this effort because the 
two attacks it could possibly make (against the 
14/cav and/or 2/23) do not relieve pressure on 
the units of ISS/Pz. Therefore, the counter 
attack must come entirely from units inside the 
"pocket." 
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Maximizing mobility, 1SS/2 moves south one 
hex (possible because it moves through the zone 
of control of two different units) and the 12th 
Division does likewise. This movement sets up the 
3 attacks; first, the 99/361 is attacked at 6-1 by 
1SS/P, 1SS/2, and 12th division; second, 1SS/4 
attacks 2/9, 1/16, 1/26, and 99/393 at 1-4; third, 
the 18/35 attacks 1/18 and 14/cav at 1-4. 
Statistically, the 6-1 against the 99/361 guaran- 
tees a retreat route for the 1SS/4 in the event 



(2/3 chance) of retreat. The other two attacks 
(1-4's) are executed at the only odds possible; 
there is a 16% chance of the 18/35 surviving and 
a 16% chance of the 1SS/4 being eliminated. By 
advancing one regiment of the 12th Division into 
the hex vacated by the 99/361, the 1SS/P (and 
possibly 1SS/4) is screened just that much more 
in the event of further American attacks. Note 
that the placement of the 12th Division acts as a 
screen against the 14/Cav penetrating from the 
south. The chances of not having this screen 
(18/35 eliminated, and 99/361 exchanged) is 
14%. Therefore, the chances of at least tempor- 
arily staving off disaster are reduced to a 1/6 
chance of losing the 1SS/4. Even at that, the 
American chances for another attack are not that 
favorable, given the American forces on hand. 

Those submitting perfect solutions to the "fine 
mess" problem posed in Contest No. 54 were: 
Lyle Mindlin, Oak Park, Ml; Jim Eliason, Clare- 
mont, CA; Lee Atwood, Middletown, CT; Ward 
Chartier, Farmington, Ml; Joseph Ledwith, 
Wyncote, PA; Paul Wilkins, Los Angelos, CA; 
Mark Saha, Santa Monica, CA; Raymond Hosier, 
Fort Collins, CO; Scott Davis, Fayetteville, NY; 
and Mike Carr, St. Paul, Wl. 



Once again our choice of a feature article was 
justified by your votes, thus maintaining our 
perfect record in those selections. Dean Miller's 
"Jutland Revised" led the balloting with 42% of 
the vote, followed by Larry Wessel's "Is Defense 
Really Necessary" with 26% of the vote. Round- 
ing out our prize winners were Bob Harmon's 
"Campaign at Waterloo" with 14% and Jerold 
Thomas's "Unit Hunger" with 13%. Letters of 
credit good towards the purchase of Avalon Hill 
products went out to all of the above gentlemen. 



Many subscribers are experiencing difficulty 
with the smooth delivery of their magazines 
because when they resubscribe they fail to men- 
tion that they are current subscribers or which 
month they would like their new subscription to 
start with. Please provide us with this information 
when resubscribing in the future. 



LOYAL SUBSCRIBER'S DEAL: To reward 
our full time subscribers for their loyalty we 
continue to offer various parts and materials at 
half price. This month we are making a timely 
offer on our time record cards. You may select 
any and all of the time record cards from our 
flat-box line of games. The cards normally sell for 
25ft apiece but you can get them now for 1 5<! plus the 
usual 50<p postage and handling charge by circling 
the time record card you want from the list 
below and mailing it to our parts department 
along with the accompanying discount star. This 
offer expires July 31st, 1973. Be sure to mark 
your order "Loyal Subscriber Deal." The items 
this month are time record cards from the 
following games: 

D Af rika Korps 

D Stalingrad 

D D-Day 
_^L D Bulge 

~^f D Blitzkrieg 

D Gettysburg 

D Waterloo 

D Anzio Game I 
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OPPONENTS WANTET 



Strategic rol.rnrnl, Weilhei. invasion reaction 
irlcj Allied railroad ini5«tmfill; nil included When. 
you PBM Hlld Cote D-Day I send [lis rule'!., you 
pick your side. Richard Cochran, Z9I4 £. More- 

land, Phoenix. Ark. 85008, 27S-3723 

Expert playei, college adult age. needs FTF 
opponents for isS 0rled war games. I Will SSlP AK. 
Midway. EJijiiacMk, Blitz... U-Boal. Gettysburg, 

(jquait vfiifli,); JJ.DO 4-d up. Ed McGran. III. 

1804 N. 51 Strict. No i. jTsoieo. Phoenix, 
Aiiz. ssoca 

Average bul MttttU plsyt' desires FTF ofipo. 
nenls for any AH fame. Sony, no PBM. Will tell 
perfect Tactics, II to highc&l bidder, John Stall. 
HOS Oak Park. Tucson. Arsiona. 29LV3526. 

85710 

Ave., player oi'"j.clu1l age iIl-mics III' anil.' or ptiiii 
opponent!: Tor Jutland. Tactics II., Midway. Blitz- 
krieg. Gellys. or Origins, David Taylor. 3204 
3 Li lip. I'm: BUil'l- =\rk i.io--*tH'> ~ I r: fi ' 



Player of high sc boo I age would I 

wargitTncng career With PBM games of 1414, 

Stalingrad, Blilakriet, though I btK no PBM kils, 
Dan Johnson. I053J Camaby, BellfloweT, CA, 
90706 



Desire fir or I 
A.K. BE. lull 
designing or n 



l opponents for Mitfw., Fr-40, ' 
iKii will collaborate in e.inu 
:alure variants uf existing AH' 
at., 4SM Clark Aye. Burbank. 

C A. 98S-KJIi.9150S 

Eastern wargamcrs. write- fl you WD J Id like 
western visit on. during June or July. Buy. sell, 
trade mcsl miniatures, loin S.I H P.I. Contact: 
Mark Boyce, 167 Calk- LaCumbrc, CamaiillO. 

CA.. 803-482-0366,93010 __ 

Good player of 19 needs Hi" opponents. Have 
F-40. Midway. Stalingrad. Warn to buy Jutland. 
Bulge. G.Canal. Also interested in joining war- 
gamers society Donald N. Kink 31551 Covina 
HLlb M. Cc-vmrn, f ! A, : i 3-^1- 0:3!, 11122 

Expert player oi jrtuIl'.LLge ia't-slranje ftf opponents 
for WttftJoO, AK. BiLl&tf-. Stalingrad, Midway 
William GroOvcr. 5162 Bishop St.. Cypress, CA. 

Kll-ii5B.W d.lQ 

Any fleet that liies to stor me in flf Midway is 
destined fur Uw ocean floor! I play either side 
Lairy (the sinker) Fields.. I97B Gamson Way, EI 

Cajon, CA 444-7697. 92021 

Require only exptr'ts'f'or pbm nl aii All. fispecj- 
ally P-Blitir md Kriegspiel. I'll be invincible!' Dan 
EftdtfOB, 7863 E Saginaw, Fresno. CA. 
:tj^-2 j ) i-ti3tfi n 9372T __^ 

Good player, age 16. desiring frf opponents "for 
France '40. 1914. Bulge. MfflH; L-Waffe. Bill! 
Will take germans in all Will huy old BssmarcV 
game. Wall Slavcn, Jr.. 7J0 14 Maertin I.n. 
ulierlomCA. S79-1016. 92631 
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would be £]jd U' laic i.illli'i" :L'.ti:l[i 
dTOp by lor a pL-asam tvcriing pkitniif iiisl abiuil 
anything. Phone 772-1503 days, Jim ThC-maS, 
1 145 Oakhcath Dr., Harbor City. CA. 53&7J2&. 

907 IP . 

Average player. 22. iceks pbm opponents lor 
France '40. D-Day, LuftHBlTc, AK.Ar.iLo II FTF 
(or many games, Wjsh: la *ero< or purchase 
General Vol 9. No 1 , Patrick Rafreity. I [03 V. 
3Hjtn St., Mo 10. La? Angeles, CA., 748=4284 

9Q0Q7 

AvataEC play" nigh school a^r Wjnis pbin Ttl 
lot m<Ki -ill All B airiei. Miki' f-'cnstrr maker, 4J33 
Cortland, ynwood , CA ZI3-537-30;4. 9Q7 iS;_ _ 
Nm;.i pl-VL-l l^tiIi.i.'. I^'in .jpiwiiL'ins iiJI BIlU- 
drieg. Cferui Pflttu*. J9I49 Cliffside Dr.. Malibu. 
CA. 457-7705, 9Q765 

Novice player Of Jr. Ill jii wlum! *^- diLsinrif fbin 
opponents for Blitikrieg. UlftluBft, 1914. Kurt 

A. Creiner, I 145 Oakwood. Millbrae CA. 
L S8?-SJ21>. 94Q3Q 

Want opponents fur a full ail war campaign game 
of Rietilhofen's War Write me for JriruK 
Thomas H. Gerirge, ^560 Carmel Dr., San Bruno, 

CA, 8T3-I767, 94066 ^_ 

Will teach na-r^ my iflfdlibli: method or suffer- 
ing hare-fcaii. Ofliorial; learn scientific principle 
of tola! eniiopy in waigarrwi Enterested in Scifi 
games FTF only. Paul Ctttmuih, o73E Bslllnger 

Ave. San Dit go, CA JW^K-!, 11U9 

Swap new Rinjxrbhlz. ivhti phm kil ft" Waier- 

kw. Sialing/ad ci whal have you. K. L 

atDonald. 6471 Thurnwwd. San Diego, CA. 

Z7J)-iil 27. •*!] |] 

Wanted, new or used Anm- foj uildec SlO, Stale 
randilions of rjam«. Bid deadline is June iSthi. 
Nelson Hernandez, 154 >ih SI.. San Francisco. 

CA. 94131 

Emc'licrit oljysr ol I" wishes to play P.BIilz, 
Midway. U-BiMt, Blitzkrieg. Jutland and Ei& 
martk. Also- leatr to play Luftwaffe or'sny other 
AH variant-;. Bradley Noiik, 35 Lorn ill San 

Francisco. CA 66I-4Q06, 94I2J 

Average player wsniiiiu Ml opji^nents fc mos.t 
games. PBM for Ansio. Franc* 1^40. Also inra 
on wargamc club in Bay an;a, Steven Qsodrnan, 
3908 Cherry Ave., San JWe. CA 266-0653, 

9_5_I1S 

Reliable opponents pbm D-Day. LLift^sffe. B of 

B. Panzer, Staling. FTF all AH. Ay-irsse playei-. 
yrs. of eicpertejice. Chess loo. Jeff Driemeyer. 
400 Faiiview Terr. Si«na Madrc, CA 

213- 3SS-6<iI7. 91024 . 

Novice player of 20 disirinn riT up r tvrLei>t< I'oi 
H-krieg, Lufl, P-B, iVfidway, Bulge, Origins. 
D-Day, X-spieJ Douglas Craig, 4JI2 Vanaldcn 

Ave., Tar7jna . CA 342 -677'J 913 56 

I si oiins chew champion is J-ahn Henry. Now 
liking cnlrir* For 1973 Football League (FTF 
only*. Want 10 buy rJieuchcss, Air Empire, 
Dispatcher, Send price, condition, Jim Reiliy, 
16283 Main SI, Apt 36 B. TuHin. CA 
1 1 4-S3rr947K, n ^6B0 



OPPONENTS WANTED 

Need Ttl victims for AK. PBLitz. Lufl, Anzio, 
Midway. Bulge (I'm Germans.) Can't Havel Tar 
Jim Eliason. 440 Warwick Dr. Walnut Creek CA 

932-0436. "4598 " 

For sale; Anzio. Taclies II. other AH ga-mes. All 
in good lo excellent tondinon Will cake besl 
ofTeris). Wrile for details and arrangements. 
Steven Ambler, 611 75ft A«e. S.W., Calgary, 

Alberta, Canada T 2V054 , J2S5--S3 I 9 

Average player desiring FTF opponents for tl- 
most all AH games and joining wirjamrrs club. 
Wayne OmOm Bl Yager. Kilchener. Out. 

Canada N2M4M9, 744R063 

Average player of high school age desifing FTF 
opponents for just about any game. Robert 
Poiilin. S WairripBton Dr., Ottawa. Cansda Out. 
KIS3C5.733-S37U 

A:i:H i '. iJc-irc. .il.in .i.vijj.i: L .'nrL|:;- 1 ir:,ln H-i 

W-loo, Bulge. S-0iJ, Midway, in Foit Carson 

area, Also seek to buy diplomacy. Also pbm 

Bulge, S-iuad. Jo-fill A. Wening. 1320 Maxwell SI.. 
Colorado Springs. Cotom do. aOOQh. .1^2-264^ 
i"[f In. l'1'..r.. •■iii.io. Bliti. PzBliti. Luftwaffe. 
A.K . 1914. Stalingrad, and Bulge. Average 
ability. Ronald M. Palmer. 32 Harmony Si. B. 

H iirJ . Co-iii. i".S*H;L ot-\0H 

iT.xpen jdull player will play or gamemaster 
" eompJcx PBM games or Itf any AH, rjr oiher 
■HUH, inclii. CO. Carl J. Olson. 45 South Hoad. 

l-.ll liiMH. CT .■i).i-r ,"'-llO0,OriQJ: 

Will sell to tii^fiesl bidder yOLi v-ay po^jge. Good 
topic*, of Ik. il. Cettysbutg. Midway. Sgrad. 
Waterloo. AK. Ukrieg, Gcanal, Jjiland. I*)N. 
Pzblilz, Origins. RkharJ Kadlick. 2M Matvin 
RiJje Rd., Ml-w CmiJn, Conn. 966-3661, Q6H40 
For Mle, Midwj,. Wiiirkni ,i,id Bulgt. (ft each. 
Also Awid and Qriginsi for J7 each All are in 
good la eictellertt tortdilion: post paid Reply lo: 
Robert E Nevelt, 111. 677 Estelle Court. Orange. 
Conn. J 03-7 95-007 5. Q6477 



Novice player wants ftf opponent. Sell Bli 


\1 Isir 


S4.7S. Pal Allen. 119 Main Slieel-D5, 


W«l 


Haven Conn. 9334915 06516 





flrTvice player of adult age denies pbm or play hy 
pbLine opponents Tor chess,. France 40. Getty. 
AK. Will buy Luftwaffe and olheis Ronald 
Kelly. 225 Virginia Ave.S.E , Wash DC 
4LS4-4725, 20003 

taper! adult playct wants pbm DOWtHnti for 

any war game. JoJiu Kifey, 50& Seward Sq,, B.E 

Wash. D.C.. 546-5206, JOOOJ 

Jr. high school age playei need ftf opponents for 
B-kricg, S-giad oi L-waffe. 1 will Icam any otlitr 
games. Malcolm Whilman, 50:7 Sedgewicfc SI.. 

W.isn IX •* '*- ■'>■■:', -.1X1 ]? . 

The Ntirthern f>elawan: Wirsamers waul to bear 
from any gainers, in the Wilmington area. Con- 
tact! David Sorber. 5 Ravenwood Cl., WLIming- 

ton. DE. 47eW1614, 19810 

Movice player of adult age ,!i'v:iry jihrr. unv 
rents for Luftwaffe. Fa Off A H Clark RAF. Cjo 
Tatton Hall, Talton Pari:, Knutsford. Cheshire. 
Rngland. WAIrjpQI ^^ 

W.!!ilri! fll if;i,:r.ji I. I.ir nCivice 10 a>«ilff |lini<1T 

higb <chool age player in D-Cay, 1914, France 
40. Bo IE Matk Owens. 2001 Leisure St.. 
Orlando. Florida. 32*08. 293-5924 

i will .rush unyonc in III in I'WIJ i!n;c ucrmansi. 
Jullifid, Waterloo, Slalingrad, BuIgc.Ume gtrmans) 
D-fJay, AK and 1914. John Brigas. 62 Wind Kush 
Lane, Barrinf ton Hills. 111. OQOIQ. 3i:-3fll-3931 
Mediut-re player de-arc. reliable L.ppiincnls fiir 
raUWtblltZ pbm Yuu chousf seenariri and side 
desired All leller; answered promptly- Please 
BWtt immediately. Thank*, losepji Coslello. 
S953 Gr^nl A.c. BrtM.kf.eld, 111 C0.sl.-1 

Lxperi pl^ye' of h.jh nhnnl age dcsiTin+j frf or 
pbm Opponents for AwSio ((jlnrt 111), Timothy 
Bennett. 2S0S Washing-Lan. Cauo, III. 63934, 

734158? 

Mosdce pEyet of high school age desiring flf for 
AK, Celtys, France 40. Kspitl. Jutl . Anrio, 
Lwaffe. Dough Boucher, 10033 S. Claiemont, 

Chieaeo, 111 6064J, 3:i;-238-0J4o 

Average adult desire* pbm Bulge. Luftwaffe, 
P-Blili, F-40, also ftf S-gtad. J-land. Blitz, 1914, 
Ricblhofens War, D-Day Jeff Wilkfns. 1653 N 
Hlttiiiljic, Oucaeo, III. e0t.3 £ >. isn'i-iOfii 

Will play ftf almOJit any AH same. Will pbm 
Bulge only! Aveiage playei of -co-llcge age. Call on 
Monday. Wednesday or Sunday after 2 PM- 
Randy Giewy Jr. BM Abbington Cryslal Ukc. 

111. 60014. SIS-455-0492 __^ 

Players wanted for pbm Origins S f 50, send. 
siamp for flyer-applieaiian. Lane C Marinello. 
916 Harkel St.. DeKalb, HI. SOUS. 

BJ 5-75S-S3r3ci 

The Red Biiori llys again"! Hsron Von Villnww 
will be victorious in R-Wai and mont WWII land 
game«i FTF opponents only, Keith Villmow, 
150 7 Crawfo rd, livanston, III. f- UJOl, 475-5964 
Good playei ol adult age |261 desiring ftf 
opponents for Waterloo. Stalingrad, Gettysburg, 
Sliif-krieg. Will pbm Stalmgiad. W*ierioo, Will 
Irade Anzio foi Outdoor Survival. Jim £ajicek.. 
645 Pierce Court, Grayslakc. IL. 6O030. 
3i2.::.-5i ■■■(. 



Waded:: Anzio or Bi 

adalt age locking for ftf opponei 

game. Paniel Kesieh, Jr. h 

111. 60435, 8I5-72T-7422 



NovIl 






r. Joliei 



n ihe STATH1 
None Better! No ftf his ever come baek again. I 
am the real monster of Midway!'! Paul De Volpi, 
6Q3 Co l umbine. Lisl.-^ 111 60??;. 3 I j-9frl- 1 2<H 
WiL trade or Mill" uj:it^- [Jupaiclser, Tactics II and 
Chanccllorsville. Condition good on all. I pay 
postage. Any ftf in area? Russ Wood. 3JI Alice 

Avc.Ogi esby. III. M.14m. n.l?-)i>}J-35SI 

Average plafer of ji. high MJaOOJ age, wants flT 
players on f 40. PiBliti. Slaliograd, J'utland. 
Bailie of Bulge Pete Laorent, Rt. I, Box 6S?. 
Round Uke. ill, b0PS3 

Novice ■'!.,■-.■- in need of BoffJ, 1*14, B-krieg, 
D-Dsy. Lufl. AK opponents in South Indpls. 
Dave Powell, SBM S. III. Si, Indpls, Ind. 46217. 
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a .!!-». C i s' ll 

67S60 
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t>Day 
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OPPONENTS WANTED 

K*or! Th* Od^ar of Ihe Barsoomian Kadar 
dsatru Panthans m order lo foirm several elite 
Ulans. A couple fir opponents would be a fine 
start. John Henry, 1124 South Grand, Lyons. 

Kansas. 67554, 316-257-3S7S 

Want to hliy Anz.io Also want flf opponents; Tor 
all Alf games. BANZAI!! BANZAI!! Ron Nwket- 
san, 332 Burns Ave,. Valley Center. Kamas,. 

67141, 755-j 669 

Will buy Ticker Tape game. Send post pud, and I 
will send you SS. Also desire adult FTF oppo. 
nenls for all 119 of my games. Tom Cleaver, 
r>S05 Carolyn Rrj.. Louisville, Kcniucky. 4021^, 

36MJCS 

Wish flf oppC-n*nt Tor PJWiKrblilz, Kriegspitl, 
Luftwaffe. WllUi contact with interested gamers 
within 100 miles. Dennis Fielding,, 4102 Maynard, 

Louisville. K>. 40219, 969-920.1 

fiii very infciested ui pbm L-waffe. etperi 
player. Bill Ransdell, 6844 GreenMeadrisv Cir „ 

Louisville. KY. 40207 ^^__ 

Average young adull playei seeks ^.n.iia ■ cr- 
nenl for pbm Stalingra-d. New at pbm but will 
fighl to the bitter end. Al Currier, P.O. So* 14. 

Muiiurn. Main e i Q4bi'i. 107-5 5fc-25si 

Average player of ad ill i age desires ftf opponents ' 
for Chess, Panierbliti, Slalingmd, Afrilta Corp, 
Bulge. Midway. Dale Buchanan, 5356 B. Sinclair 

Lane, Baltimo re, Mj : I ?0r>. 4K.i- 1 3 J 34 

l.-Liki':. 1 kir irntur: 1 e.Liiii.-rv in [In- Re-ntiisuwri 
area interested in occasionul weekend A night 

play. Donald Greenwood, 1501 Guilford Ave.' 

Bahimowi, Md, 31 302 

Interesl group - Baltimore"* mailing, list being 

prepared. Setld postcard I'Cn iiic'liulih. Vdliinler.r'i 

neeettd to oigariLr.e ft noa BJuM Open Hou«! 
I.G.B., 7 Hayklcr. Cl. Mo I p.;. UjM c... MJ 2lS3ti 
I Seek infp on >,-u-iii:c firiifir, I'jmcsand bo«jks. 
Also want flf tjppo^ents. GrEaW Ross, 6262 
Maxwell Pi.. Camp Sprint.. Md, 20023. 449-nliJ7 
Wash to buy Jutland game. Musi be complete. 
Stan Hooker, TIOS 45th Street, Chevy Chase, 

Md 20015, 6520007 

Average player of junior high school age deuilng 
ftf opponents t'oi Stalingrad, P7B*, Midway, and 
France J9<0, Jim Folsom. 2704 Calgary ton.. 

Kensinglpn. Md 7Q7^, ^4 2-6^ It) 

Junior Generals and r.u S tfatc4 Fuhcrs in Balli- 

moie area wiatiing ftf HH gjmes and interested in 
joining new waigaming group. Wriie us for 
humiihtion. Al Blsasky, I 1909-1 Tarragon ltd.. 

HeiitcntOwrt. Md. 1 1 tjti. K3.?-0ii4a 

Spoitu entitusiiiit, k: ihe Bj?ti:iicre area ivanteil 
to help playtest new sports prototype or for 
possibly loining k,<ptie for serious compel il ion. 
F-itfier Baseball. 'Fool ball. Donald Greenwood. 4 
Brookberry Drive. Apt, 1C. Reisierstown. Md, 

-'1136 

Any frustrated Napoleonic gamers? Join the 
Imperial Cuaid. March with our Emperor to 
victory. I have all AH games. Marshal Ney, &92I 
Racehorse Lane, Rockvilte, Md 20852, 

JOI-Stil-jStQ 

My stcifl sword shall cut any and ill Hi pwces in 
all pbm games VM sell games. Mairlin ETahl. 
13917 Flinlrocfc Rd. Rockville. Md. 20853. 

460-S07i 

1 will pbm Chess. Pa nzrab-l.it k, I gamemaster 
Diplomacy games for a small fee. Also thinking 
of game mastering Cbesi lournamenl fpbmf wilh 
pnres. John Dowling, 2713 Urbana Drive. 

Wheatuii. Md ?090|i, 942-7J43 

Aie-upc 1 1 1 ll y i-c of college age seeking ftl' oppo- 
nents foi most AH games Marvin S. Lev int. 70 
Vi, „■ : ii, ,.■-. M.-.v ii J -ii. W-tW;,;; 
Want to bi^y wargames not ourrenlly on market 
Also in ret e sited in blank counieit and bee sheets. 
Peter DeRosi. 52 Sumnei St., EL Walpole. Mass, 

0ZO32 

Average player of college age desires pbm oppo- 
nents for D-Day. All games nliivcd to conclusbn 
Ifan Sehwcnk. 17 Park View Drive, Hingbam, 

M.is>. I1-U4.I . l-i' i-W-.l 

For Sale: S-grad, 1914. AK and pbm kit, Midway 
and et lension kit SS.CO apiece. T.S Cadenhead, 
fi'iS Wapping Rd , Kingslon. MA 02164, 

5 H 5 -J hi. I 

Players wanted for multi-player gamei science 
fiction ind fantasy games. Seek members fr>r 
Michiga.ii organcred wirganiees. LtwLh Pukipher. 
423 N. Main. Bcllem e. Midi. 49Q21 . 7539271 
Hey you! rmjelliiig a tie* arid i-c-ry siisjhtly used 
Kriegspiel, Will someone please buy il? It's cheap, 
Paul Marshall. 750 Flanders St.. Chelsea, Mich. 

4BIIS, 3I347S-S206 

Average player high school ape wishes pbm 

upponents in Chess, Gettysburg *'5h lo ioip 
local dub, will buy, ndt, wl! motit AH games 
David Beaitier, f,7S Setfridge. Clkwson. Mich. 
4801.7, 435-467M 



Wanted: a player that doesn't mind wa.ichms his 
: armies being dcsiruyed. annihilated, massacared., 
plumntelcd, beaten and totally wiped Out FTF 
only. Have most games. Bruce Dane, 15055. 

r^dm-mir. Ileir.-.u. Mi.-h 4N.V1.1. 2M-CW.N 

I Will pbm P-blitt along with Chess. Offer limited 
to residents of Micb, Also seek new members for 
MOW. and IGHIP Ronald Zahos, 3664 Harel- 
ton, Detroit, Midi. 4S:.VJ. *J2-5487 

Will sell exoelleni BismarckT"AET&E>ay. 14. St) 
each. S-grad H.OQ All of them for SI 1.00, 
George Hunter. 1120 Michigan Ave.. E, Lansing. 

Mic h, 4S8..2J, 33,2-6891? 

Ancestor founded first military academy in 

ti.:!!... 1 !s,-i : sli„!,-i"-.:' i' :u- r Is H.i'.li 

school senior flf Chess, Fiance 40, Bulge, Blitz- 
krieg, Midway. Ward Charlier, 26575 Middlebr.lt. 
Farmington. Mich. 48024, 313476-13S3 
lletrolt JrTi wargamers: IT) and muliiplayer 
ga-mes at regular meetings, -Inleresl Group High- 
land Park." M.O-W affiliated, matuiily preferred. 
Write KK [no phone calk). Mike Bart inikow ski, 

14.1 SltwarJ, Lincoln Park. Mi di. 4KI4!J 
Miduu.in Oiisinijied WjrLamets Offcls •-.■iTK-tliLii;!. 
for every wargamet. Uiplomacy. miniatures A-H. 
Are all played at our frcquenl conventions Join 
this growing club. Bob Matthews, Rt, No. I, 
Ludington, Mich. 49431, 843-44" 5 



OPPONENTS WANTED 

Robert Goddard, 1900 Cicstwood. Muskegon. MI, 

49441. 616-780-4200 

Wanted Knowledgeable person wrui"ii like to 
assist in redesigning S-grad for uptimum realism, 
historical accuracy, 2nd payability Purpose: youl 
own satisfaction and mine. Meed ideas besides 
own. Lyte Mind in 23T21 Beverly, Oak Park. 

Mich, 48237. Li-3-7421 __^_ 

Wanted; average to novice opponent of high 
school age to play another average ig novke high 
fcrhOol player by mail in Blrtekrieg. Thanks Matt 1 
Kurt Hunter, 1 S09 Concord Ave . Clonuet, Minn 

S5720, 2l^g79-83S3 

Average .ilnlc age itesiiinsL pbm ..ippujieils lo: 
D-Day, Bliti Caiy Dayton, P.O.Box 31. Daylon. 

Minn. 55327,612-428-^211 

Average player college age ivanli any flf oppo- 
nent. Have AK. S.grnd, Bulge, Blitz or will liy 
yours. Any d»bi h«re^ Terry Huffman. 692! 
Kno^ Ave So.. MFL5, MINN, 5?423. J J69- S212 
University of Minnc-io-la, Conflict Simulation 
Association. OcffibUI dSfOI iilfili'maliun on activi- 
ties U-M.CS.A. 2103 Pleasant Ave., Apt. 1, 

Minn MM 5S404 

Keen ftf opponents tor B-kneg. Lult, f 4U, 
D-Day. Bulge : P-bli|ir. Average player willing lo 
sell or trade U-Boat, Bismarck for S-grad. G-burg. 
or 1914. Ctaige Smith. 54 Bdlairc Di, Vicltsburg. 

Mis? 39ISQ, 63fa-M02 

Avcuge playei •?( b.s. age desiring pbm players 
for ArltiO, P-hlili Also seeking flf opponents for 
any mar games, Biake Chrislensen. 4406 E. lOfllh 
St.. SansasCuy, MO. f.->l.^. 763 -71 1 5 

I will acWL-pt and destroy any challenge in ''Bailie 
of the Bulge." I will lead the "Werbmacl.-" Gary 
Cox. 2720 Ellsworth. Omaha. Neb 68123 

291-2156. 

Novice player of high school age desiring PBM 
opponents for Battle a r ihc Bulge. James Haspel, 
124 Berkshire Dr. Berkeley His., N.J, 07922. 

464-6063. i 

Wanted FTF player tor h40. P-Blij, aulge, Lufl, 
Midway, Stalin, A-Korps. 1914, Jutland. Would 
like to join flub for average players. Tenacious 

foes only! Bruee Hrdduriin, 4S4 Fourth Ave.. 

jj^drJlJ-old. % I OKCJ-i. ItsU'll J ri-t.TM'J. 

PBM vranted Tot Anzio, P-Blitz Need two FTF 
o-pponertts for four man P-Blitz. Demi) Agosta, 

?37 Elm Si. Maywood. N.J, 07o07, JJ45-5I I I 
Wish to buy used Hichlhofeirs War. Roberr 
MefLtrangelo, 141 Grove St.. R. Plamneld. N.J. 

f>70oQ, 755457S. 

looking fur Wargamers in Trcnlon-Mei-ccr County 
area. FTF in P-Bliti. Lufl., Rich-War Will [earn 
any game you wish lo play. Any clubs around 1 " 
Daniel A. Nolan, 364 Fetter Ave . Trenton, M.J 

08610. torWj ^86-4362. 

Cowl' plaVcr. adult." JJ. flf. PBM: Ricliifiotens 
War. 1914. LWaffe. P-Blili., France 40. Ongins. 
Aniio. D-Day, W-Loo. All letters answered 
proLiiplly. I promised rapid games. Jim Mauro. 3 
Weslwood Cl.. Bmghamton. fi.Y I390S. [6071 

797-7234. . 

Opponent wanted fpr Gettysburg. I prefer south 
but will take north.. Alio seek mature members 
foi StCL, Request info if seriously interested 
Alan Augcnbraun, 839 ii, 5Sih St, h Brooklyn, 

MY. 11234. . 

Wanted- FTF players for arry of some stven 
dozen games I have. Am -Ml lege age. expert 
player, but will go easy on beginners. Thomas 
Hilton. 252 74th St., Brooklyn, N.V 1 I 209, TE 

6-QS30- 

Club open lo all al U.B. Meel every Sunday in 
Norton Union Room 337, AH, Minis. Dippy, 
Msgs. Toutntys Novice or expert join CSC-UB 
James; Venn, 54 Normal, Buffalo, N.Y. [4;qt, 
8S 2-3825, 

Average play of highschool age desiring FTF 
and/or PBM -opponents for Bulge, Greg Cock, 
Willis Road. Buskc, M. Y. 12917, 497-6264, 
Wish to purchase all AH wargames, especially 
■hose discontinued. Send description and price 
to. Kevin Donahue, 7 Harrington Ave,. Contend, 

M.Y. 13054, <6Q7?7;3-I81I. 

In desperate r.ee.l cif opponenEs for most AH 
games. FTF oply Chris Downs, 115 Cherry Hill 

Dr., Dr Witr . M V 1 3214. 44n . 1704. 

Average player of High School age desiring 
opponents for Anzio. Also FTF opponents for 
most Alf twmes, Robert Schaurlern, 123 Kensing- 
tc-n Hd,. Garden City. NY 11530, CJLfl 

7 *1-*3W= 

Novice to- avetage LW and expert Stalingrad 
player of high School age seeks PaM opponems, 
Warren Scbanback. 210 Golf Lane, Hewlett Har- 

bor.N.Y. I15S7. 

W.ii-V It: buy Ai-'io. finpiiL- l-ii.In.iv. jcllaiid. 
SVGrad. L-Waffe, UMans in good tonditiott. Send 
prices (including postage) and conditions. No 
phone calls Theodore Miller, 158-15 7rth St.. 

Howard Beach. M,Y, 11414. ^__ 

High school novice m Germany wishes Id contact 
olher European gamem. Will also play Fr, 1940 
PBM. Will trade exccllenl Luft. for excellent 
1114. Please write Ted Soulh. USDESBA Direc- 
torate. ft. P.O. New Yor k NY . WM4 
Average to r-ii.ir adult owning "17 AH games 
wants FTF opponent* in Buffaio-Niagara Fails 
area. You'll win by strategy. I'll *in by knowing 
rules. Thomas Kew, i02 61st St, Maga« Falls. 

M.Y. 14304, 283-2745. 

Sl;irnnp aii-war . i ryj n i.'.Jtion write if interested. 
PBM -Stalingrad, Richthofen's War, D-Day, guaran- 
tee replies. Tom Geiger, 24 Hilltop Rd,, Perl 

Washington. N.Y. 1 1 OSQ, PO 7-3907. 

Jlisi I'.hieIi: iJ-l>;iy arn: nciiJ. uppoi'ients. Wan! a 
victory - Jusl write. I won't cry when you bcal 
me. Rick Kassel, 221 Grcystone Lane, RoebMler. 

NY. 14618,442-9008. 

Autilv pliy: 1 : i.'i" hijili idinol ,n:'- '-i-i-i'i?. PH'4 
opponents for chess. Will play cither tide. Alio 
PBM opporienls for Afrika Korpi Timothy 
Letzin. 173 Duffern Dr.. Rochester. N.Y. 14616. 

i;7I6> &634HQJ. 

Average player of high school age desiring FTF 
opponents for Midway, Battle of Ihe Bulge, 
Jutland. Blitzkrelg. Stalingrad, Panzer Bli 17 and 
Afrika Korps. Will cniiti all! David EngJer, I A3 
Round Hill Rd.. Roslyn Ms.. Ll,. U,V, I IJ77, 
MA 1-6222. ' 



OPPONENTS WANTED 

Novice lo average player of adull age desiring: 
FTF and/or PBM opponents for AH games. Wolff 
J. Can llano, 123 Gertrude St., Syracuse. N.Y. 

13203. {3151 472-2472. 

Lxiv.llfiii condition tSO.'BAQ railroad game (oi 
sale S3, 00 postpaid Will consider trades. Also 
will buy PBM pads and kits la all games. All 
replied answered. Cadet Kaiimien S. Rybak, Co 
HI, U.SX.C. United Slates Military Academy, 

West Point, N.Y 10997. 

Desire PBM Lufl. FTF in N.Y. area, any AH 
games, fair player. Charles Allen, | Broad Pkwy.. 

White fl ains. N.Y IC60L 948 -071 ft. 

Average udu.li player seeks Fll- opponent in 
Western North Dakota. Blitzkrieg. PanzerBiitz, 
Stalingrad, Luftwaffe, Battle of the Bulge. PBM 
Stalingrad. Daniel R. Gardner. Box 96. New 
England, N Dak. S3641.|7ttil SI9-4I46 
Average playei uf high school age will deyasta- 
lingly demolish any FTF opponent in any game. 
Will buy games an-d sell Tac II. G-Burg. B-Ball. 
P-Ba.ll arid OthttS. Martm Fleming. 5S4Woodside 

Dr., Akion. Ohio 44303, S647E22. 



College-age player de-sues FTF 


opponents in 


Bulge, S-Giad. Blili. W-lvu. ulhers 


in Akrun area. 


RicJi Royer 29 Beck Ave.. Akroi 


i. Ohio 44302, 


37fr0432, 





Good player of college age seeks opponeri 
PBM chess, P-Blitz. AK Have PBM kit for AK. 
Will FTF anything Fred Broke thou'dcr, 1707 

Kensingion Dr.. Bellbrook. Ohio *J30i, 4513) 

S4S4307. 

1914 for sate, $7,00 or betiei Will wail two 
weeks for t>ids. All units have code numbers 

written -on top, rules underlined. 1 pay postage. 
Ronald Diet!, 1335 Concord Ave. SW, Can Ion. 

Ohio 447 1 p. 

Hard core P-Blits PBM opponents wanted. Uk 
oplional roles and units. Any type FTF gamers in 
area wanted Tor Canton aiea club, have five 
members. Jim Evans, 1139 1 Ith St.. N"W., Can- 
ton. Ohio 44703, 4S4S043. 
Average player of adult age desdirtg FTF Cin- 
cinnati's 3rd Annual Convention July 14 and IS, 
1973 John Kcllner. 7100 Basllawn. Cincinnati] 

Ohio 45737. , 

Cincinnati Game* Convention July 14 A IS in 
Great Hall, University of Cincinnati Student 

Center IS miniature scenarios. 04 player board 
game tournament, diplomatic games, logic games, 
auction. Much n*W9!JI Games Convention. 172i 

Slralfonl Ave., rincmnali, Cih,n 4_S 220 

MOrice seeks partner! for Waterloo, 1914, Bulge, 
Gnitlys.bul'g, aiitakfieg, D-Day by mail and/or 
phone. Peter-Paul Loyanich. Jr., 3420 Whitfield. 
Ciiiaanati. Oh 45I2_o". (fl.'i 2 2 1 .8590. 
■Vccragc pliiyc: coIIcjl-l' :i,lc iiesms PBM opponents 
for Blitz. 1914. Stalingrad. Taclics 11. will answer 
all inquiries;. John Cz.eciuk, 70 W. 1 1 th Ave., 

Columbus. Ohio 43110. d24S&B6 

I will desiic P8M Waterloo or FTF D-Day, 
Stalingrad. Lufiwaffe or any different games if 
yins li:irL|j tl.t'in i\ivi:,ge rLjyoi L'esiriLt llaviJ -\ 
Repack, 2170 Suncrest Dr.. Cuyahoga Kails. Ohio 

44221, 929-2085. 

Wanted: One enpy rf "Nudesr War" game 
Comes in a t" x 5" bos and utitties playing 

cards, Name VOUI pficc in your initial letter. 

Wanted desperately. Jane Koepke, 3379 Mimisr.il- 
len Church St.. N.£.. Karlville. Ohio 44632. 
Attention all wargameis, I am organizing a 
PTF/P3M club in N£ Ohio. Please wnle me your 
new address. Tom Kannaford, Jr. PO Bok 402. 

Hudson, Ohio 4423b 12161 {'53-6323, 

Average "player wilt master OO WWII -.very 
SMALL fee Tbanks Jim Hurt!! Wetze DeVriei, 
727 Beryl Dr.. Kenl. Ohio MHO. 7 16-6730957. 
Cincinnali girnes convention July 14 and [S In 
Great Hail. tJnivetiity of Cinctntiati Student 
Center, lei Min Sccnunos. 04 player AH tourna- 
ment, dtpl. games, logic games, auction, plus 
much more! John Hesselbtoek, 31! Miami Valley 
Dr., Love Land Ohio 4il40 



Kvpert player. PBM Bulge 


, P-Blitz. Ansio 111 


1914, Dipl., Fr.40, Bliti. 


Matthew Gilmartin, 


9267 Basswriod. Olmslcd 


Falls. Ohm 44138. 


235-S437 





Average player wants FTF opponents for F- Blitz. 
Bulge, K-Kpiel, Origins, Luft., G-Burg, W-Loo. 
Anzio. Wish to buy good condition Le Mans 
MBrtin Black, Bowers Rd., RD ft, Mansfield Ohio 

44904, fH9i 8541659. 

Player of average ability and high school age 
wants opponents for FTF Bulge, B-Krieg, P-Blitz, 
PBM AK and Bulge, me being German m AK and 
Bulge. Dave Cannane, 1728 Lincoln Way, Maiiil- 

lon, Ohio 44646. 833-9463 

Wish to PBM Prince 40. Waieiluo, Gettysburg 
and chess, All letters answered, Danny Stafford, 
2207 High, Porr siimuih. Ohio ■itt tt, 3542560 
Novke. adull age, desires PBM opponents for 
Kriegspiel with Afrika Corps and other AH games 
in view Please write first. 3ohrc A GHge, 815 

Cuba SI .Toledo, Ohio 43615. 

[lesire PBM opponent for AK, PanzerBlilz oi 
Stalingrad Will reply to all who send opening 
move for a*is armies Thomas J. Napier, 126 S. 
Main, Well i ngton, Ohio 44090. M74064. 
Will sell France 40, perfect condition, like new, 
only J5.00 including postage- Will sell to fiw 
person ™h° writes, so jf you want it. act quidcly 
Msrk CTalvei-t, 2535 McVey Blvd W.. Worthing- 
ton, Ohio 43QC5, (614) S &9-J6S2. 

vv'iifi to trade D-Day, S-Gnd, Fr. '40. Origins, ill 
good condition for Jutland, Antio. G-CtruJ. 
-U-boat, preferably good oonSition. A'so seek info 
on Nuclear Destruction. John FcnimarL. 607 
Maple Tree Une. Urbano, Ohio 43078, (J13) 

&S 3-33 52. 

Average player of college age desiring PBM 
npponents for Stalingrad, AK and France 1940. 
You pick the side. Rollie Russell. 11624 H.E 
Fargo St., Po iiland. OiefuKi •IU2 U. 2524102. 
I'm inlcrested In FfF^ng S-Grad, B-Kneg, Water- 
loo, 1914, Midway, Anzio, Bulge and most 
othcti. After June 9th. L, Donald Sanders, I R710 
SW Boones Fry Rd.. Tualatin. Oregon 97062, 

. 63B-5413. . 

High school age "player, "noviceT desires a PBM 
opponent for BllUkreig. Will provide PBM Sheet! 
if necessary. Mall Wisniewski, 8 Summit St. 
perby, Conn. 06418,203-735-5142 ^^ 



OPPONENTS WANTED 

Avetage or expert player Of any age for PBM 

Blitz. Bulge. Guadalcanal, Ansio, S-Crad, Afrdia 
Korpa. D-Day, PanzerBliU, Also. Arga. opponents 
wanted for FTF games Scotl Lewis, 3802 Turner 

St., Allenlown, Pa. 18104. 395-4207. 

flclpl Isn't Ihcrc anybody in Montgomery <'uuni> 
who plays Avalon Hill games? I'm a novice- 
average player of high school age. Want lo join 
club John Vishrr. 1564 Temple Drive, Ambler. 

Pa. 19002, Ml O-2026. 

The LTniv, of Penn. chapter of SICL goes into 
action every Sunday with AH games. For info 
uall. John Desmond, ij53-A Urevel Ave., Drewl 

Hill. Pa 19016, 626-1506 

Jnfo warned lo make listing of Civil War Games 
and rules. Send info or ideas. Dick Griffith I have 
lost your address Dave Lilley. I 13 W Broadway. 
Gettysburg, Pj. 17325. 334-2664. 

Niiu.-L--.iver.ii-e pi..tvr as" Jr. High School needs 
Opponents for France 40. Richthoiens War 
Willing to IcSin others, Wants to join Wildes-Barre 
area eBlb. Jeff Pyros, 764 Milford Dr.. Kingston. 

Pa. 18704, 237-7482. 

PBM PiriiciBliiz willing lo referee FZB hidden 
movement rulei as pet Jan. -Feb. issue or General. 
No charge. Roberl G. Caton, Bon 3UB. RD 2. 

New Ringgold, Penna. 1 7960. f7l?l 943-26; 5. 
Adult player of average skill .iesircs FTF oppo- 
nents for M-way. G-burg. W-loo. Tactics, and 
olher games. Also play Scrabble Bruee Allan 
arinser. 406 Meadowvsew Lane, Phoenixvjlle. 

Penn 19460, (21 S) 93S-I293. 

Wan! some opponent who's ego is so great thai 
he dares to insult me by playing PBM B-krieg and 
K-spicl. Believe me, you're gonna lose. Steve 
Wheeler. 711 North. Weaiheily. Pa. 1S25S. 

4127-36.10. 

Experienced Ki-l-i-:-i ;■..:- , I l--, '- n ; j I'hM Opponents 
for Ak, Stalin . Waterloo, Guadalcanal, D-Day. 
and Aniio. Esteban (Sieve) Biid. W.3 Loma Alta 
5l. r Bayamon. Puerto Rico 0061 •), 753-5 I6S 
Want to sell my France '40 gsme or trade it for 
Richthofen's War. FTF boaro games and miriia- 
mres (Seven Yean W» r ). Stephen Herchak. 1629 

ClillV Line. Char lesion. S.f, ^■Itt^ '■' 66-3 309. 

Advanced player, age 20. needs FTF opponent 
foi all AH games. Any wargame club in Chattano- 
oga, let me knov where you are. Jon Sehleilei, 
P.O. Box 40, Collegedale, Tenn 37315, 

396-2?! I. 

i'VLirganu' ,L-.jfi i;i '-li'ui^h .' Sfjv: Ivou ir,u.inl " 
years and play tablelop games, Also want to buy. 
trade and sell games and miniature ships Mark 
Harris, 1225 Old Hickory, Memphis. Tenn 
!3llt>. 3974193 

iVill irade old edition or Tactics II for Jutland. 
Outdoor Survival or new edition of Football 
Strategy. Mark O'Steen. 4726 Craigmont Drive, 

Memphis, Tenn. 3 ttl 28, 3136-3637. 

Player of High School age will play FTF almost 
all AH wargames. Have G-canai. F-1940, P-bliti, 
D-Day. Interested, in Mcm.ph.ss area club. Please 
call. David WendeJken, 5I&3 l.un.- Memphis. 

Tenn. 381 IT. ■5B2-95Q7. 

Expert player of adult age desiring FTF Oppo- 
nents for most AH games. Also seek members for 

SS Jagpanthef Korps tint). Will gamemasKi 
Diplomacy. Origins WWII. Origins of Vietnam. 
Blitzkrieg, PanzcrBliti. Slepben V. Cofc, 1540 

Par^AnuirjlA.. [;y.^ ^..M<i6. iS.IO.It^. 
Average adult player desiring ?TF and.'ur PBM 
E>-Day, K-Spiel. Bulge to pLay two games, both 
sides. Randy Tanllo, 600 E Ark. Lane. Arling- 

Ion. Te«as 7oOIO . 277-3143 

Would like in liu\ I'-Baat tJirn- :u Lulls fund 
condition at your price. Jeff Stauss, 3111 Maple. 

Betlaire. Te^as 774QI, 6q7-32;4 

Wargamcrs in area contact me aboul WrivenliOil, 
I never met a wargamer who didn't like a die roll 
of one at l-l Robert Olimsks 3804 quill. El 

Paso, Tenas 79904, 751-3314. 

Will decimate and totally annihilate any German 
Warhawk oi Russian Sear on the Steppes or 
Russia. Need PBM opponent for PanzerBtsti. 
Chaises Uyne. 26S 33rd N.W., Pans, Tews 
75460. 7346557. 

Experienced wanjnime in earjy iweniies looking 
for competent wargame opponents in northern 
Virginia area. Robert J. Beyma. 3021 Furman 
La., Apt. 402, Alcnandria. Va 223(36. 765-4139. 
r-ip.-i mi, <■!! ,i-.Il:Ii visi ailieLi .•;i|-imcn \~ 'or I'liSI 
Midway, Jutland. Misniarcli. Gulge. W-loo and 
Fr 1940 Dean Miller, 8701 Duval! St., Fairfai. 

Virginia 22030. 

PBM or FTF fjlitikrieg or Luftwaffe. Also Mid- 
wjy FTF only. Adult novice, bul serious Earl 
Thomas, 7001 Hector Rd., McLean. Va. 22101, 

(702.1 790-S943, 

Will sell Bliti, Jutland. Guadalcanal. BAOfCftO 
and Shakespeare for 15. Q0 each. I'll pay postage. 
Also will sell U-Boal Tor SlO 00 I'll PBM Origins. 
Any game masters? Dean Houdeshel. P.O. Boa 

_567_. Va Bea-ih. Vj_2345L 

Average player of adult age desiring FBM oppo- 
nents for AK, Stalingrad. Tactics II. D-Day. 
Bulge. Larry Evans, Rt. B, Bo* H392, Bainhiidte 

Is., Washington 98110. 

Average pljyer ct .:.-. jl r-jj^ jje. dcsirvs E'BM oppo- 
nent for Bllitarieg- Bmcc Gill. 1 123 Garden St.. 

BellinJSham, *&&&>* 9«H. 

Average playei OfnTsgJiljthool age sceksraj fit 

playere in the area Also PBM P-Bliu.. France 40 
and 1914. Roberl D. Robertson. 1400 Decatui, 

Bremerton. Wash. 98310. 479-1612. 

FTF opponents wanted for AH games. Will sell 

Ktiegspiel for SS. Postage included. Jim C Lamp- 
man, 1507 5 Meyers, Tacoma, Wash, 9S465, 

565-03 76. 

Will face anyone at FTF eombit. Name any AM 
game. Wsl! deal with Ouad. and/or Krieg. Richard 
WattJ, 4025 Birch Ave.. Madison. Wisconsin 
53711, 23eHJ429. 

Excellent p!ayer of adult age [35| SB face 10- 
face opponents for AH games, Diplomacy. Risk. 
SlraieBo, Twist. Co, and olheis. Jared JohdUtt, 
13574 West Virginia Dnve, Lakewood. Colorado. 
I am expert player of: college age desiring: FTF 
indoor PBM opponents foi Midway. Bulge, W-loo. 
AK Paul Duke, 1017 E Davies Ave , Littleton, 
Colorado, SQ122. 7945809 



THE GENERAL 

READER BUYER'S GUIDE 



READERS RESPONSE 



TIKE: STALINGRAD 



PRICE: $7.00 



subject: Corps level invasion oi Russia, 
1941 

INSTRUCTIONS: Rate all categories by placing a 
lumber ranging Irom 1 through 9 in the ap- 
propriate spaces to the right [1 equating excel- 
lent; 5-average; and 9-terrible). EXCEPTION: 
Rate item No. 10 in term* of minutes necessary 
to play game as recorded in 10-minute incre 
-nents- EXAMPLE: If you've found that it takes 
wo and a half hours to play FRANCE 1940, you 
would give it a GAME LENGTH rating of "15." 
Participate in these reviews only .1 you are 
familiar with the game in question. 



I Physical Quality 

2. Mapboard 

3. Components 

4. Ease of Understanding 

5. Completeness of Rules 

6. Play Balance 

7. Realism 

8. Excitewnt Level 

9. Overall Value 

10. Game length 



The review sheet may be cut out, photocopied, 
jr merely drawn on a separate sheet of paper. 
Mad it to our 4517 Harford Road address with 
.our contest entry or opponents wanted 3d. Mark 
ijch correspondence to the attention of the R & 
D Department. 

Game to ee mined next: 
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Opponents 
Wanted 



*f r e experiencing growing pains. More subscribers means more Want Ads. We just don't have the space k 
■ - every subscriber to wax rhetorical as in the past. To make it easier, and more meaningful for all ' 
::^ctrned, we introduce the Mini-ad. 



1) Print your city and state in Box A above. 

2| Insert copy where required on lines provided. 

31 Print your name and address where indicated. 

Want-ads will be accepted only when printed 3n this form. 



NAME (in all caps). 



STREET. 



PHONE. 



READERS RESPONSE 



The Reader Response survey is meant to be your "hotline" to the editors of the GENERAL. We can 
best serve your needs and give you what you want only if you keep us informed of what those needs 
and desires are, Cognizant of the fact that you can't please all the people all of the time, the Reader 
Response survey is our answer to finding out precisely what the majority wants. By filling out the 
survey and returning it to us promptly after reading each issue of the GENERAL you will be helping us 
to determine future publishing policy. The card printed below is only an answering vehicle. The 
questions will be found on Page 22 of the magazine. We suggest that you remove the Reader Insert page 
and hold it alongside the questions so that you can refer to each question as you record the answer. 
Please answer all questions. A partially completed questionnaire has to be discounted. 

You would help us greatly by cutting out each card before its submission. In other words, even if you 
intend to send in an opponent's wanted ad, contest entry, buyer's guide response, and the survey; be 
sure to cut the page into the four required parts before mailing. Such action does not preclude you 
from enclosing all 4 cards in the same envelope however, or sending them in individually as post card 
entries. 

DIRECTIONS: Answer all yes or no questions with a simple yes or no. Questions which ask you to 
rate choices from best choice to third best choice should be answered with a "1" for best choice, "2" 
for second best choice, "3" for third best and so on. Questions which ask you to give a numerical rating 
to a subject should be answered on a 1 10 scale with 1 equating excellent, 3 good, 6 average, 8 poor, 
and 10 terrible. 

SECTION 1 



I I Panzerblitz □ Stalingrad 
I I Luftwaffe □ Blitzkrieg 

□ Afrika Korps CD Gettysburg 

□ Bulge □ D Day 
I I Waterloo Lj Anzio 

I I Guadalcanal U3 Tactics II 

□ 1914 □ Other 

I I tack opponents of any kind 
I I lack expert opponents 
I I lack time to play in person 
I | prefer pbm over in-person play 
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13. □ 


Naval □ Land □ Air 
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Tactical 
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Nuclear 
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Napoleonic 
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Modern 
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Revolutionary 
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WWII 
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Medieval 
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WWI 
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Ancient 
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Civil War 






SECTION 111 
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As the German player, your objective is to 
initiate an attack plan that, at this stage of the 
game, will lead to victory as outlined in the 
How to Win" section of the rules. It is not 
necessary that your plan have 100% chance of 
victory, but will by design, lead to ultimate 
victory. 



CITY. 



STATE 



ZIP 



STATE _ 



NUMBER OF ATTACKING GERMAN FACTORS 


TAR 
B-24's 


GET 

P-47's 
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Place 

First Class 

Postage 

Here 
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AVALON HILL COMPANY 



4517 Harford Road 
Baltimore, Md. 21214 




To be acceptable, this section must be cut out 
along the lines indicated. 



